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Crusading Bretonnians assault the forces of the Von Carsteins. 


INTRODUCTION 


tte 


ello fellow 

Warhammer 
players, and welcome 
to the first Warhammer 
annual. The sixth 
edition of Warhammer 
has been with us for a 
year (pretty much) and primarily this 
volume is a collection of the best 
Warhammer articles from White Dwarf 
magazine during that time. For ease of 
navigation we’ve arranged this book 
into sections by article type, so all of 
the rules discussions are in one place, 
all the new troop types and army lists 
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in another, and so on. We have rules 
and hobby discussions in the form of 
the Arcane Lore column, looking at 
topics as diverse as war engines to 
characters. Then we have Warhammer 
Chronicles, which has presented 
variant rules, clarifications on 
skirmishes and sieges, new scenarios, 
Regiments of Renown and of course, 
two whole army lists, all in less than 
twelve months! 


But this Annual is more than just a 
compilation — there’s new stuff 
(excuse the technical term) in here as 
well. There’s an updated army list for 
those Chaotic Daemon hordes, and 
new special characters, presented 
initially on our website and now given 
firm approval and published for those 
who prefer print and paper to screen 
and mouse. We have modelling 
articles combining the talents of 

Nick Davis and Dave Andrews in the 
best Blue Peter fashion, as well as 
articles looking at that all-important 
aspect of the hobby — painting your 
miniatures. The Warhammer annual is 
also a bit of a celebration of 
Warhammer, and we’ve included lots 
of photographs of our favourite 
miniatures from the Warhammer 
range, wonderfully painted by the 
‘Eavy Metal team. 


Last, and by certainly no means least, 
we have included a Warhammer rules 
update. In some ways this is the most 
important part of the book. As well as 
containing answers to questions that 
have arisen since the sixth edition hit 
gaming rooms around the world, this 
part of the annual also contains a list 
of corrections and changes to 
Warhammer. These supersede any and 
all previous Q&As, clarifications and 
other modifications and should be 
seen as the definitive version of the 
Warhammer rules. This will save 
players lugging around various issues 
of White Dwarf with their army, which 
means more carrying space for 
miniatures! 


Happy gaming! 
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haracters have always been an 
cioredienl feature of Warhammer, 
and so they should be — no fantasy 
game would be complete without 


With the sixth edition now being 
played around the world, I thought 
I'd take a little time to examine what 
we’ve done with characters in the 
latest version of the rules, what their 
use on the battlefield is, and expand 
on some of the implications of the 
rules concerning characters. 
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CHARACTERS 


By Gav Thorpe 


MIGHTY, BUT NOT THAT MIGHTY! 


One of the comments we consistently 
heard about the last two editions of 
Warhammer was the dominance of 
some characters on the battlefield. 
When ruthlessly exploited by a player, 
certain ‘super characters’ were created 
that could almost stand against an 
army on their own. Many players (as 
well as ourselves) felt that characters 
needed putting in their place a little 
in the new rules and army lists, and 
that’s just what we’ve done. After all, 
if you’ve just spent two weeks putting 
together and painting your wonderful 


regiment of 40 High Elf Spearmen you 


don’t want a lone snotty-nosed Goblin 
Big Boss turning up with some 
magical do-hicky and blasting them off 
the face of the world, do you! 


Make no mistake, characters and the 
magic items they carry can certainly 
swing a battle in your favour if used 
well, but no longer will they be able 
to take on everyone and expect to win 
nine times out of ten. This has come 
about from a number of changes, 
most prominently the new profiles, 
the limits on magic items and the new 
outnumbering rule. 


e Dogs of War hero, Bronzino, prepares to sell his life dearly as he is attacked by three fearsome Chaos Trolls. 


Being able to start the army lists from 
scratch, as it were, has helped 
considerably in toning down the 
potency of characters. Firstly, it gave 
us the opportunity to fix a more 
suitable baseline for rank-and-file 
troops (most get a maximum of 1 
Attack, and are limited to Strength and 
Toughness 3, for a start). This means 
that only the odd extra point on a 
characteristic makes a character better 
than those around them. Most troops 
are now Strength 3, so now you really 
appreciate a character who gets 
Strength 4. These lower starting 
values also mean that even high level 
characters aren't so far above the 
rank-and-file that they are almost 
invulnerable to them. 


Combined with a general lowering of 
character profiles, the new army lists 
allowed us to put stricter controls on 
access to magic items. Firstly, the race- 
specific Magic Item lists means that 
now we can look at the combinations 
of items from a list of 50 or 60, 
compared to over 200 in the past! The 
advantage of this is that we can more 
easily spot combinations of items that 
are more effective than we'd like them 
to be. It was this mixing and matching 
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Balthasar Gelt, Supreme Patriarch, smites down the twisted Gargoyles who dare to face him. 


of magic items in previous editions 
that was one of the greatest sources of 
character imbalance (and generated 
the most questions, I reckon). 


Additionally, the simple measure of 
introducing an outnumbering rule to 
combat resolution, and with fairly 
modest Unit Strength values for even 
the mightiest hero on a big monster, 
means that there is now even less 
chance that a lone character can 
charge headlong into an enemy unit 
and break them, even if he or she 
slaughters everyone within reach. 


A few people have asked about the 
Unit Strength of characters such as 
Bloodthirsters and other large, 
monstrous beasts. The Unit Strength 
chart gives characters on foot a Unit 
Strength of 1, while characters from 
‘big’ races such as Minotaurs and 
Ogres have a Unit Strength of 3, and 
monsters like Dragons and Giants 
have a Unit Strength equal to their 
starting Wounds value. So which of 
these should be used for Greater 
Daemons and their like? Well, after 
long deliberation and consultation 
with my aides (Jake and Alessio) I’ve 
decided on the last of these options. 
These ‘monstrous characters’ are as 
scary and imposing as a Griffon (and 


definitely scarier than a Pegasus) and 
their Unit Strength should reflect this. 
See page 135 for a summary of the 
rules on Unit Strength. 


SWORDS OR SORCERY 


Something else we’ve been able to do 
with the new profiles is to ensure that 
there is a definite difference between 
sword-wielding fighters and spell- 
casting wizards. With a few exceptions 
(Vampires, for example) most magic 
users are now less potent in hand-to- 
hand combat than their dedicated 
‘fighty’ comrades. This makes picking 
between a Hero and a Wizard a far 
more considered choice — no longer 
can you have your cake and eat it. 


FOOT OR HORSE? 


You'll also notice that the rules make 
characters on foot a lot more flexible 
than those mounted on monsters or 
other beasts. Again, this was a 
deliberate change to make players 
think twice about sticking their Wizard 
or General on a steed or monster. Not 
only does this restore some of the 
balance between regiments and 
characters, but weighing the pros and 
cons of being mounted or being on 
foot makes selecting your army more 
of a challenge. 
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An enraged Slaaneshi Daemon Prince rips through a doomed unit of Dwarf Slayers. 


In all movement and line of sight 
respects, a man-sized character on 
foot should be thought of as a lone 
skirmishing model — able to march 
freely, charge and shoot in any 
direction, and so on. This means that, 
until engaged in combat, a lone 
character on foot does not count as 
having a flank or rear zone — the 
character can freely turn to face the 
charging enemy. Once fighting, 
however, they are locked in place and 
can be charged in the flank or rear as 
normal. Also note that although 
characters on foot (and skirmishers 
for that matter) can move at double 
their normal rate for movement, this 
does not mean that they move at 
double rate for a failed charge. In this 
case their ‘normal movement is 
considered to be the distance shown 
as their Movement characteristic 
(more cunning devils at work out 
there!). 


FOLLOW ME, MY BRAVE MEN! 


The combat abilities of characters may 
have been cut back, but that serves to 
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CHARACTERS WITHIN CHARGING UNITS 


On the turn you charge with a unit containing characters you can’t reposition 
them within the unit. If they end up in base-to-base contact with the enemy 
they can fight and take part in challenges; if not they'll have to wait. 


emphasise their real strength as 
leaders of others. As most characters 
now have to rely on a bit of muscle 
around them rather than pelting off 
into the enemy at the first 
opportunity, their higher Leadership 
value plays more part than their 
fighting ability. 


This is probably a good juncture to 
clarify a few points with regards to 
how characters interact with units. In 
particular, how characters and units 
with special rules for their Psychology 
and Leadership work with one 
another. On page 100 of the 
Warhammer rules you'll find a 
discussion of how characters interact 
with units with different Psychology 
liabilities. The upshot of this can be 
broken down into several simple 
principles: 


* Characters must obey all 
psychology-induced movement of the 
unit, as this is compulsory movement 
and a character cannot leave a unit 
suffering from compulsory movement. 


In your following turn(s) you can move them within the unit to get into base 
contact with the enemy as explained on page 97 of the Warhammer rulebook. 


* As noted on page 100, characters 
gain no benefits from the Psychology 
of a unit they are in except if the unit 
they are in is immune to fear and/or 
terror, in which case they themselves 
are also immune (their bravery is 
bolstered by those around them). The 
same applies to panic — if the unit 
does not panic, the character does not 
either. 


* Conversely, characters never force a 
unit they are with to move with them 
(though they can if you wish). For 
example, a unit does not have to 
charge even if the character leading 
them is subject to frenzy. In this 
circumstance the character will be 
forced to leave the unit in the 
Movement phase. In the highly 
unlikely event that the unit and the 
character are subjected to two 
different compulsory movement 
effects, the compulsory movement of 
the unit takes precedence. 


When it comes to Break tests, similar 
principles apply: 

* Only one Break test is ever taken by 
a unit — characters who have joined a 
unit never take a separate Break test. 
If the unit breaks, all models flee. If 
the unit stands, all the models stand. 


* Characters who are stubborn do not 
confer this ability on a unit they are 
with, though the unit may use the 
character’s modified Leadership value 
as normal. Characters in a stubborn 
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unit but who are not stubborn Now this last point can currently be 
hemselves allow the unit to either used as a sort of back door way of 
test on their own unmodified making very powerful characters 
Leadership, or the character’s Unbreakable when really we don’t 
modified Leadership, whichever is want them to be at all. As we have 
better (see page 85 of the Warhammer been writing the army lists in the 

lebook). Warhammer Armies books, we have 
changed this. Since this is how it’s 
going to be in the future, you might as 
well get ready and play using this rule 
now: 


* Characters who are Unbreakable 
must still flee if the unit flees, because 
he character cannot leave during 
compulsory movement. Similarly, 
characters in an Unbreakable unit will * Unbreakable units cannot be joined 
mot flee because the unit must stay by characters except those which are 
and fight (in effect they also become already Unbreakable. Swarms can 
nbreakable). never be joined by a character. 


A mighty Elector Count of the Empire flees from combat after losing to a mob of Savage Orcs. 
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M** Warhammer armies have 
access to some kind of 
skirmishing unit. Skirmishers in 
Warhammer fall into one of two broad 
categories, each of which has its own 
distinct uses — missile skirmishers and 
light close combat units. When it 
came to revising the Warhammer 
rules, we paid particular attention to 
these different roles to ensure that 
skirmishers were used in an 
appropriate fashion. 


SKIRMISHERS 


SKIRMISHERS 


By Gav Thorpe 


All in all, the sixth edition skirmisher 
rules clear up the more ambiguous 
aspects of how they work in the game. 
At the same time we have managed to 
tone down their effectiveness in close 
combat so that they have to work with 
other units to fight most effectively. 
Skirmishers will find it difficult to 
accumulate a sufficient combat result 
to defeat all but the lightest enemy 
unit. This makes them good for taking 
out opposing skirmishers, war 
machine crews and maybe small 
missile units, but they will fare badly if 
they go up against dedicated close 
combat units, even from the flank 

or rear. 


However, those few extra wounds 
they might inflict, or the bonus for a 
flank or rear attack, can swing the 
balance of a close fought combat, so 
when used in combination with 
harder hitting units, skirmishers are 
still important. Getting skirmishers 
into the right place to be effective or 


countering enemy skirmishers is now 
another tactical challenge to be 
incorporated into your plans and 
army selection. 


RANKS 


Although skirmishers in close combat 
do group up into a formation 
resembling ranks and files, they never 
count as having a rank bonus. Despite 
this, a formed up skirmishing unit 
does have flanks and a rear, which will 
count for combat resolution bonuses. 
This means that, once in combat, a 
skirmishing unit can become as much 
of a hindrance as a help if there are 
enemy units that can subsequently 
charge them. 


MOVEMENT 

The greatest advantage of skirmishers 
is their ability to move quickly and 
their flexibility when close to the 
enemy — slipping through the lines to 
attack war engines or to get behind 
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sest of Harpies attacks deadly Dwarf war machines. 


semy units in combat. This is 
»ecause they may move at double 
speed as if marching, but with none of 
‘se normal marching restrictions. The 
sarticular wording of this rule has 
ven rise to a certain interpretation of 
tee rules regarding what happens 
shen a skirmishing unit fails to make 
ntact during a charge. The line in 
geestion reads, ‘They simply move up 
double their Movement all the 
ome’ (page 115 of the Warhammer 
rulebook). This has led some players 
believe that, although normally a 
emit which fails a charge moves 
eward at its normal Movement rate, 
ssirmishers can still move at double 
mace. The Failed Charge rules on page 
$2 of the Warhammer rulebook clearly 
state that ‘the unit is moved at its 
normal Move rate rather than double 
speed’. Of course, this creates a 
ntradiction (heaven forbid!) 
between the two rules. Well, I can 
safely say that the intention was that 
sxirmishers suffer the penalties of a 
tailed charge just like everyone else. 


SCOUTS 

Many skirmishing units are also 

Scouts, and can therefore deploy 

surther onto the battlefield. Combined 
th the special movement rules of 


skirmishers, these units can work their 
way towards the enemy deployment 
zone very quickly. Not only does this 
threaten war engines and the rear of 
your enemy’s advancing units, this can 
also stop your foe from marching, 
causing no end of havoc to a well 
thought out battle plan. 


However, there are restrictions on 
where Scouts can be deployed. A 
canny opponent who is facing an 
army they know might contain Scouts 
will take this element into 
consideration. As Scouts have to 
deploy out of sight of the enemy, most 
Warhammer battlefields will only have 
a few places where Scouts can deploy. 
With regards to the deployment of 
Scouts, units are assumed to have a 
line of sight outside their normal arc 
of 90° to the front. The best way to 
think of this is to deploy the Scouts in 
a position where they cannot see the 
enemy, which by default means that 
the enemy cannot see them. This is to 
prevent Scouts ending up in an odd 
position deep inside the enemy 
deployment zone just because enemy 
units happen to be facing the front. 


There is also the added restriction 
that Scouts must be 10" or more from 
the enemy. This means that if you 
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Wood Elf Waywatchers use the cover of the trees to set an ambush for trespassing Beastman raiders. 


deploy your army so that potential 
hiding places for Scouts (inside a 
wood for example) are within 10" of a 
unit, you can narrow down their 
potential deployment areas. This 10" 
restriction exists to make sure that 
Scouts can’t stop the enemy marching 
on the first turn — Scouts and 
skirmishers are supposed to be a 
thorn in the side, but a restriction to 
marching right from the start would 
cross the line into frustration rather 
than being tactical and entertaining. 


LONE SKIRMISHER 


There is quite a long section in the 
Warhammer rules detailing how 
single characters on foot can move 
independently. This was to give 
characters on foot greater flexibility, 
to offset the advantages of characters 
mounted on steeds or monsters. 


OVERRUNS 


In a recent battle report, Alessio had a lone character 
which made an overrun and, rather than simply 
continuing straight on, went off in a different direction. 
He has subsequently realised the error of his ways and 
under suitable physical inducement has proffered an 


apology for confusing people. Like everyone else, 
skirmishing units and lone characters overrun straight 
ahead; the fact that they can see 360° around themselves 
makes no difference to this. 


SKIRMISHERS 


A simple way to think of characters on 
foot is as lone skirmishers. This means 
that they get all of the normal benefits 
and limitations of a skirmishing unit. 
This includes things like being able to 
shoot or charge in any direction, and 
also having no flanks or rear unless 
they are already engaged in combat. 
When played properly, a character on 
foot can prove more useful than one 
on a big ravening Dragon or Wyvern. 


However, you 
should also 
remember that 


longer have their ‘Look out, sir!’ 
special rule. Like all skirmishers, lone 
characters on foot have to fight in 
conjunction with other units to 
achieve their potential. 


These rules only apply to vaguely 
man-sized characters on foot. Large 
characters follow all of the normal 
rules for units, marching and so forth 
(see page 135). 


k=. x ~— i # tee oo ol 
Charging single characters 


characters outside 
of units can be 
horribly 
vulnerable to war 
machine fire (and 
other missile fire if 
too far from 
friends) as they no 


The majority of the charging 
models are in the flank of 
the single character and so 
engage it in the flank, with 
the maximum number of 
models in base-to-base 
contact. 


Skirmishers fight in loose 
formations allowing them to 
move swiftly through dense 
cover, and strike at the enemy 
where they least expect it. 
Many skirmishers are expert at 
infiltration and working behind 
enemy lines. 
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Sometimes, there really is 


Fleeing 


By Gav Thorpe 


huge dragon is crushing your 

friends with claw and fang, to 
your left the enemy cavalry is charging 
towards you with lances levelled, to 
your right is a forbidding wood and 
you have your back to a cliff. Which 
way do you run? Sometimes in a game 
of Warhammer, with units and terrain 
all over the place, working out in 
which direction a unit should flee can 
be difficult. In this article I'll be 
providing some guidelines you can 
use to help determine the movement 
of fleeing troops in different 
circumstances. There are two types of 
fleeing. The first is the initial flee 
move, the other is fleeing troops in 
subsequent turns. Let’s start by 
looking at that first move. 


RUN FER IT LADZ! 


The Warhammer rules say that when a 
unit breaks, fails a Panic test or flees 
for some other reason, it moves 
directly away from what caused the 
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other than to cut your losses and run like hell. 


unit to flee. Usually this is quite 
straightforward — if a unit is splatted 
by a Rock Lobber and panics, they flee 
from the Rock Lobber. If a friendly 
unit breaks to the unit’s left, the 
fleeing unit moves to its right. 
However, things are not always this 
simple. For example, what if a unit is 
fighting in close combat and then 
charged in the rear? In this case it 
must flee through an enemy unit if it 
were to flee directly away from the 
source of panic. The same can happen 
if a unit fails a Break test, whilst 
fighting units on opposite sides. 


So, how do you resolve this? Well, I 
have a short list of priorities which I 
go through. The order is: 


1) Move as directly as possible 
away from the cause. 


2) Do not move through an 
enemy unit. 


3) Do not move within 4" of an 
enemy unit. 


4) Do not move through a 
friendly unit. 


© at all possible, a unit that flees will 
estempt to fulfil all four priorities. If 
this is not possible then it will ignore 
these priorities in ascending order. 
Sor instance, if a unit cannot move 
Ssrectly away from the cause and stay 
more than 4" from the enemy without 

moves away as 

going through friends, then it will go directly as possible, 
through friends as this is the lowest whilst staying 4" 
omority. If a unit cannot physically 
move directly away from the enemy 
sw thout going within 4" of an enemy 
emit. then it will do so if it has no 

cher option. Again, this is because 
moving outside 4" is a lesser priority 
‘han moving directly away. 


The fleeing unit 


‘vow. this is where a degree of 
mmon sense is required. Which 

eoute takes the unit as directly as 
possible away from the cause? 

‘viously a straight line is the most 
Sect, but this is not always 
applicable on the field of battle. So, 
‘he route must be as close to this 
maginary straight line as you can get 
« whilst fulfilling the other priorities. 
This is best demonstrated by diagrams 
| and 2, shown to the right. 


This is where things can get a bit 


emcky — when can the unit approach : The unit flees 
wethin 4" of the enemy and when can ae to the right 

© mov? There’s no hard and fast rule to os in ele * 
apply here, unfortunately. To decide, I ae. Aaa. sea Tas 
esually follow the guide that if none . Sotie than 

* the flee movement would take the ee ee ee keeping 4" from 
emit further along that imaginary of 3s Ss 4 the enemy on 


seraight line, then they will approach gare ea 
wthin 4". Diagrams 3 and 4 below 
sow what I mean. 
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terrain forces 
this unit’s flee pci cse 


Snewie takes it within 4" of the 
along its line of Soci 
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THEY’RE ALL AROUND US! 


A rare circumstance, but possible 
nonetheless, is that a unit breaks from 
combat when surrounded on all sides. 
In this circumstance, it is impossible 
for the unit to flee without moving 
through an enemy unit. Looking at 
the miniatures you may think that 
there’s no way out and they should be 
destroyed. However, if this were the 
swirling combat the units represent, 
and bearing in mind that the unit 
fleeing is no longer a coherent 
formation, you can see how individual 
fighters could break through the 
throng and head for safety. In this case 
we are left with the first priority — 
move as directly as possible away from 
the cause. In close combat the cause 
is always the enemy unit with the 
highest Unit Strength so the fleeing 
unit will move directly away from this 
enemy unit (see diagram 5, right). 
Once clear of the enemy, the earlier 
priorities come into effect. 


AFTER ’EM LADS! 


In the case of units breaking from 
combat, enemy units are allowed to 
pursue, which can also throw up 
some odd situations. This is because a 
unit is wiped out if an enemy unit 
rolls equal to or higher than the flee 
move on its pursuit roll. This system 
is abstracted from the relative 
positions of the miniatures. When one 
unit is fleeing from a single enemy, 


units’ pursuit — 
rolls are less, 


one unit into 
the enemy. 


FLEEING 


this usually causes no 
problems. However, if attacked 
from two different directions, 
one of the pursuing units 
could have models in contact 
with the fleeing troops without 
having rolled equal to or 
higher than their flee roll. 
Diagram 6 (below) shows this. 


To resolve this, | always look at 
the difference between the two 
rolls rather than the distances. 
Move the fleeing unit the 
distance rolled and then 
position the pursuing unit a 
number of inches behind equal 
to the difference, facing in the 
direction of the pursuit. When 
particularly low numbers are 
rolled, this may mean that the 
pursuing unit is actually 
slightly further back than when 
it started, but for me that’s the 
lesser of two evils. When two or more 
units are pursuing, I place them their 
relative distances behind and evenly 
split along the line of pursuit (see 
diagram 7, below). 


I’M GETTIN’ OUTTA HERE! 


All of the principles outlined above 
apply equally to fleeing in subsequent 
turns. However, in this case my 
priorities are: 


1) Move as directly as possible 
towards the nearest table edge. 


These units are 
placed behind 
the fleeing unit 
at a distance 
equal to the 
difference in 
pursuit rolls. 
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The fleeing unit 
moves directly 
away from the 

enemy with the 

BAY ‘ highest Unit 
Bea RS or Strength. 
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2) Do not move through an 
enemy unit. 


3) Do not move within 4" of an 
enemy unit. 


4) Do not move through a 
friendly unit. 


Now the imaginary line of fleeing runs 
towards the nearest table edge 
(measured from the closest model) 
rather than away from the cause, but 
all of the examples above hold true. 
The only situation that changes this is 
if the unit is charged by the enemy 
whilst fleeing. In this case, the line of 
fleeing is away from the charging unit. 


All manner of creatures lurk 
within the dark forests and high 
mountain peaks of the Old 
World, monsters that are 
eerrifying to behold and 
perfectly capable of tearing 
their enemies to pieces with 
their brute strength. 


Minotaur Rat Ogre painted by Joe Hill. 


+ Albion Empire General on a mighty Griffon. 
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ombat is at the heart of 

Warhammer — the best way to 
defeat the enemy is to hit them with 
swords and prod them with pointy 
sticks until they fall over or run away. 
We've had a few questions regarding 
working out combat results, which I'll 
discuss here, plus one or two other 
related topics such as pursuit, 
challenges, and so on. Enough intro, 
let’s talk combat! 


OUTNUMBERING 

Weight of numbers counts for a lot in 
Warhammer these days, and the +1 
Outnumbering bonus is one of the 
most important ways to ensure that 
characters retain a healthy respect for 
large blocks of enemy soldiers. We’ve 
had a few questions regarding the 
Unit Strength of certain troop types, 


COMBAT RESOLUTION 
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COMBAT 
RESOLUTION 


By Gav Thorpe 


so on page 135 is an expanded 
version of the Unit Strength table. 
Unit Strength is not just a measure of 
numbers though, it also takes into 
account such factors as the size of the 
warriors, how fearsome they are, etc. 
Having a Goblin charge you in the 
flank won't scare you much, but 
having a massive Dragon pouncing on 
you will! As we produce more 
Warhammer Armies books, we’ll detail 
the Unit Strength values of particularly 
weird and wacky troop types, but 
until then you should be able to fit 
them into one of the categories below. 


Some units may contain a mix of 
different troop types, and all relevant 
Unit Strength values are added 
together. For example, 3 Rat Ogres 
with 2 Skaven Packmasters would be 
9+2=11 (3 each for the Rat Ogres, 1 
each for the Packmasters). Also 
remember that unlike the Rank 
Bonus, which is counted at the start of 
combat, Outnumbering is worked out 
after casualties have been removed. 


Shae. 
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Azhag the Slaughterer challenges his High Elf enemy to a battle to the death. 


REGENERATION AND 
KILLING BLOW 


Several people have asked if a 
successful Killing Blow can be 
regenerated, and also how many 
wounds does it count as for Combat 
Resolution? Well, taking the first 
question, a Killing Blow or any other 
attack (such as from a magic weapon) 
that kills instantly rather than 
removing individual Wounds, cannot 
be regenerated. It’s just that - a 
Killing Blow! Secondly, the number of 
wounds it counts as inflicting is equal 
to the number of Wounds the dead 
model had before it was killed. For 
example, a model with 3 Wounds 
remaining that is felled by a Killing 
Blow would add +3 to the Combat 
Resolution score. The same applies to 
other ‘instant death’ attacks. This 
works slightly differently in 
challenges, but I'll be talking about 
those elsewhere. 


LAPPING AROUND 


This may seem odd, but I’m not 
actually going to talk about lapping 
around here as it is such a wide topic 
and deserves an article entirely to 
itself. 


CHALLENGES 


So, how do you work out the Combat 
Resolution for challenges when you’ve 
got Overkill, multiple wound magic 
weapons and warriors with Killing 
Blow? Actually, it’s not as complicated 
as it seems, as long as you follow the 
To Wound procedure methodically. 
First of all, let’s remind ourselves that 
Combat Resolution is equal to the 
total number of wounds inflicted on 
the opposing character, capped at five 
more than they had before the attacks 
were made. For example, if a 
character had only a single Wound 
remaining and failed to save against 8 
wounds (perhaps he’s fighting a 
Bloodthirster...), this stops at the 
maximum of +6 for Combat 
Resolution. 


—_—_—$——$— ee 


The same applies to multiple wound 
attacks. Make all the rolls to wound, 
make armour saves and Ward saves, 
and then work out how many wounds 
nave been inflicted. Again the limit is erik teabeabes tes 
the number of Wounds the character result of combat and 
sad and up to five more. For instance, are pursued by their 
2 character with 3 Wounds is Sate 
wounded four times by a weapon that 
toes D3 wounds. He makes his 
ermour saves and still suffers 2 
wounds. This becomes 2D3 wounds 
»ecause of the special attack. Let’s say 
‘ye attacker rolls a total of 5 wounds. 
This knocks off the character’s 
eemaining Wounds and has two left 
*or Overkill, giving +5 Combat 
Resolution. 
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“ing Blows and other ‘instant death’ 
ks are worked out as follows. Ifa 
-saracter falls to a Killing Blow, this 
scores the number of wounds they 
wad remaining, just as with ordinary 
oops. In addition, the attacker 


scores an Overkill bonus equal to the pe gctisag eee 

pin fotki ive tit Spearmen pursue first, 
ember of other wounding hits, this would bring 

segardless of whether they were them into contact 


«sng Blows. Saved wounds are with the Orc unit. 
osregarded. For example, a character 
wth Killing Blow in a challenge hits 


. we “hl , ~ & 
™s opponent three times. The enemy bee Ste be te 438 SS “SS SSS SS 
sas 2 Wounds left. When rolling to Bintan Ge & Ss & S 
wound the attacker scores one LM: Br; Or; Ors Os 

Ss 3 Bs ] 
oedanary wound and two Killing LL SE@GEE 
wows. His enemy has no Ward save 
and so is dead. This therefore counts Wrong! 


« 2 Wounds (enemy’s remaining 
Soends), with +1 for the wounding 
wt caused by the second Killing Blow. 
» addition, his opponent must save 
‘we third inflicted wound or this too 
we) be added to the Overkill total. 


a ER. OF Instead, move the 
COMBAT RESOLUTION Ore unit first so 
™e source of contention that has that it moves out of 


the way, and then 


ween brought to my attention is the fe pectin aie 


eer in which you should calculate 
embar results and make subsequent 
tweak tests. This is because Generals 
ome Battle Standards can break and 
tee. which could mean that nearby 
emcly troops would not be able to 
ese their special rules. Personally, I Bw f 
“eers treat Combat Resolution as Right! 
emma taneous, so that if a unit was 


ween range of a General or Battle 

‘eamcard after all combats were 

eager (but before troops break and The same applies to breaking and 

‘ee then they use the associated pursuits, and my advice would be to 
yemefits. By the same token, rallying is make any fleeing and pursuit 

worked out the same way, so you movements in the order that makes it 
“am t test to rally your General first the most physically convenient. The 
am then allow nearby units to use his diagrams above show what I mean by 


_eacership to rally in the same turn. this. 
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The Knights Panther wheel during an overrun, so that they may charge a new unit 


Sometimes a pursuing unit will crash 
into an enemy unit fleeing from 
another combat. In this case, the 
enemy unit isn’t wiped out as it hasn't 
been caught by the pursuing foe. In 
this situation, all normal rules apply. 
Firstly, the pursuing unit counts as 
charging. Secondly, a unit that is 
already fleeing when charged will 
automatically flee again. So if a 
pursuing unit moves into a fleeing 
unit, the unit will make another flee 
move and will either get away or be 
wiped out if it can’t outdistance its foe. 


SSS9S 
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The unit of 
Knights will not 
be able to make an 
overrun into the 
enemy unit... 


OVERRUN 


There seems to be a bit of confusion 
regarding when a unit which is 
making an overrun move can wheel to 
charge an enemy. Put simply, when a 
unit overruns it will move directly 
forward. If this forward movement 
will take it into the enemy then, and 
only then, is the unit allowed to wheel 
to try and bring as many models as 
possible into contact. See the 
diagrams below for an example of 
this. 


so the unit of 
Knights may not 
wheel during its 


overrun move. 


The unit of 
Knights can 
make an overrun 
move into the 
enemy unit... 


Knights may wheel to 
bring as many models 
as possible into contact 
with the unit of Orcs. 


COMBAT RESOLUTION 


Order_of attacks 


} 

| 

| Unit b vs a will receive 2 charge bonus. 

| Unit c vs b will receive 2 charge bonus. 
Unit b vs c does not receive a charge bonus. 

Unit a vs b does not receive a charge bonus. 


PURSUIT INTO 
ENEMY CHARGERS 


It is possible that two units can end 
up in contact with each other and 
both count as charging. For example, 
two units may pursue into each other, 
or a pursuing unit might well run into 
the enemy and then get charged in 
the next turn. Normally a charging 
unit always strikes first, but in this 
situation what is the order of attacks? 
Well, after much umming and aahing, 
we've come up with the following 
solution, which is actually quite 
difficult to explain, but 
straightforward on the tabletop. 


When a combat involves charging 
units from both sides, the chargers 
strike in the order in which they 
charged. However, models may not 
strike against an enemy that has 
charged them until that charging 
unit’s attacks are resolved. All units 
striking first are allowed all the 
normal charge bonuses for lances, etc. 
A unit that has been charged and is 
not charging itself will always strike 
after all charging units — only the 
order of the chargers’ attacks are 
relevant. 


This sounds horribly complex but 
isn’t really, and is most easily 
demonstrated by a nice example, so 
have a look at the diagram above. 
Note that Empire detachments have 
their own special rules so that when 
counter-charging they will always 
strike first. However, if not specifically 
counter-charging then the strike order 
above is used. 


Standard bearers provide a 
chance to show off your painting 
skills, and add variety and a focus 
to your army. Here are some of 
the Studio’s stunningly 
painted banners. 


pet of Chaos standard bearer Knights Panther standard bearer High Elf battle-standard bearer 
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WAR MACHINES 


By Gav Thorpe 


ince the release of the sixth edition 
Sor Warhammer, some issues 
regarding war machines have been 
raised, which I will now address. 


Important note: Chariots are not war 
machines, they have their own rules! 


DEPLOYMENT 


In most scenarios, all the war 
machines in your army must be 
deployed at one time. They don’t have 
to be deployed near each other, and 
there are no battery rules. Characters 
can be deployed with them when your 
characters are put on the table (such 
as Dwarf or Empire Engineers), not 
when the war machines are set up. 


War machines (or anyone else for that 
matter) cannot be deployed in 
impassable terrain. Now, this is where 
arguments start, as players think that 
different types of scenery would be 
impassable to war machines — we've 
probably all heard someone say, “How 
did that cannon get on top of that 
tower then? Air-lifted by Griffon was 
it?” or similar. As with all terrain, there 
are no hard and fast rules to apply 
because people’s collections can vary 
so much. However, it is always a good 
idea to go over the different scenery 
pieces on the battlefield before the 
game starts and say what type is what. 
Whilst doing this, it is worthwhile 
agreeing any areas where you feel war 
machines cannot deploy, thus saving 
debates once half your army is down 
and your whole deployment is based 
around setting up your Volley Gun in 
those rocks... 
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TARGETING 


what can I shoot at?”) 


re than anything else to do with 
war machines, what they can and 
emnot target can be an area of 
etention. First of all, it varies from 
machine to machine whether they 
yuire a line of sight or not. Let’s 
al with them one by one: 


Scone Thrower, 

Screaming Skull Catapult, 
Earthshaker Cannon, Death Rocket 
These must be able to see enemy 
models in the direction you shoot, 
sthough they may fire over these at a 


amget beyond. This means that as long 


es there is an enemy unit along your 
ne of fire you can attempt to target 
my enemy along that line (see 
txagram 1). 


Flame Cannons 

These war machines require line of 
sight to their target (note that 
although not a war machine, this also 
applies to Warpfire Throwers). 


Cannons, Mortars 

These require line of sight to their 
target. Deliberate over-guessing of 
ranges to attack targets beyond those 
in sight is not nice and is against the 
spirit of the rules (see diagram 2). 


Non-guess range weapons 

(Bolt Thrower, Organ Gun, 
Helblaster Volley Gun, etc) 
These require line of sight to their 
target. 


Something which often crops up is 
whether characters can be targeted by 
war machines. War machines that 
require a line of sight may target 
characters only within the normal 


restrictions (ie, they can’t single them 
out of units, target them if they are 
within 5" of friends, etc). Also note 
that if a character is in a unit of less 
than five models when hit by such a 
war machine, there is no ‘Look out, 
sir!’ roll and hits are allocated as 
normal (see page 97 of Warhammer). 
All hits from a single war machine in 
one turn are considered to be a single 
attack, so if it inflicts multiple hits 
(such as the Volley Gun) it is the 
number of models at the start of the 
attack that determines if the character 
can be hit. This may mean that the 
unit is wiped out except for the 
character that joined it - that’s why 
they’re heroic characters! 


If a war machine is guess range, then 
characters on their own are fair game 
(not a good idea to wander about on 
your own when facing armies with 
lots of cannons!), though characters in 
units of five or more models will get 
the ‘Look out, sir!’ roll. 


Many people have pointed out that it 
is not very heroic or realistic to be 
able to pick out characters with, say, a 
cannon when a unit of bowmen can’t. 
There are three reasons why the rules 
work this way. First, guess range war 
machines are not particularly accurate 
and so if you can pick off a character 
on their own in this manner then the 
gods are obviously smiling on you. 
Secondly, although it was discouraged 
(some of you may know that 
quotation from Wellington at 
Waterloo) it was possible for historical 
cannons and such to target enemy 
commanders and their retinues. 
Thirdly, writing a set of rules which 
protected characters in such a fashion 
would make the process either 
hideously complicated or open to 
some serious abuse by deliberately 
mis-guessing, targeting nearby units 
and hoping for scatter, and so on, and 
best avoided altogether. 


TEMPLATE HITS 


This is probably a good place for a 
timely reminder. Generally (although 
some vary), weapons with templates 
automatically hit models wholly 
covered and affect partially covered 
models on a D6 roll of 4+. This rule 
is an absolute — if a tiny bit of the base 
is under the template or outside the 
template this is a 4+ roll, none of this 
messing about trying to judge if a base 
is half under or more, or similar 
shenanigans. If in doubt, it’s more 
likely to be a partial hit than a full-on 
hit and hence roll a dice for it (see 
diagrams 3 and 4). 


— 


CANNON HITS 


The cannon rules on page 122 of the 


Warhammer rulebook contains the 
line, ‘When a cannonball collides 
through a unit, only one model per 


caused some players to think that a 
unit hit in the flank by a cannon 


(enfilading fire, for you word buffs) 


| rank (see diagram 5). 


Actually, the rule is written that way 


because the imaginary line that traces 


the course of the cannonball is 
infinitely thin, and therefore cannot 
pass between two models and affect 
them both (see diagram 6). 


Fe recent  epeprees ————— 


20 WAR MACHINES 


rank is hit’. This has, understandably, 


will only ever lose one model out of a 


You should consider a unit that is hit 
in the flanks by a cannon (or a bolt 
thrower, for that matter) to have a 
number of ranks equal to its width. 
This means that if the shot passes 
along a rank, it can affect more than 
one model (see diagram 7). 


Sometimes a cannon ball may bounce 
through intervening terrain which the 
players think should probably stop it. 
When discussing the terrain before 
the battle commences, it is worth 
bearing in mind if any pieces of 
scenery will stop a cannon ball 
passing through. As ever, the diversity 
of terrain which people may have 
makes a hard and fast list impossible, 


but cliffs and very steep slopes, 
buildings, ruins and the like may well 
stop a cannon ball in its tracks, 
although the majority of terrain 
(including woods, obstacles and such) 
should not (see diagram 8). 


CHARGING AND SHOOTING 
AT WAR MACHINES 


I’ve been asked a couple of times 
whether the enemy need to be in 
range of the crew or the war machine 
to charge or shoot at them. I say that 
you need to be in range of at least 
one model in the war machine unit, 
but other than that, this can be the 
machine itself or a crewman (or an 
associated character). 


When the crew forms up to receive a 
charge, treat them like a skirmishing 
unit. That is to say, the enemy charge 
the closest crewman and he aligns 
against them, then the other crewmen 
fall in beside or behind him as 
normal. If the war machine itself is 
being charged, move the closest 
crewman just in front of it facing the 
chargers and then proceed as normal 
(see diagrams 9 and 10). 


LEAVING A WAR MACHINE 


A war machine crew may never leave 
its war machine except to crew 
another war machine which has no 
crew left or if they flee. They don’t 
have to be able to re-crew the other 
war machine immediately, but there 
must be at least one other abandoned 
machine for them to go to. Note that 
by extension this means that war 
machine crews can’t declare charges. 
If they wish to re-crew another 
machine, all surviving crew members 
must move — you cannot split crews 
over several war engines, nor re-crew 


2 machine with any of its original crew 
-ft. To re-crew a machine they must 
ve so that all the crew are within 1" 
‘it. A war machine crew cannot fire 
‘heir weapon on the same turn they 
ee-crew it. While not physically 
wing a machine, the crew should 
eated as a skirmishing unit in all 
eespects. Remember that while not 
n 1" of their machine, the crew 
must always flee if charged; they never 
jeclare charges or otherwise fight in 
se combat. 


CREW LOSSES 


War machines that suffer crew 
casualties fire at a slower rate 
(normally when reduced to a single 
crew member). This takes effect after 
the next time it is fired. In other 
words, the war machine can fire again 
one more time before having to take 
extra time to reload. For example, an 
Empire cannon is reduced to one 
crew man in the enemy’s third turn. 
In the next Empire turn (say they 


went second, so it’d be their turn 
three), the cannon may fire normally. 
It will miss Turn four to reload and 
may fire again on Turn five. These 
extra reload turns are cumulative with 
any turns missed due to misfires or 
other factors. Following the previous 
example, on Turn 3 the Empire player 
rolls a 2-3 on the Misfire table, so that 
it misses two turns shooting (three 
including the missed shot that turn), 
and so will not fire on Turns three, 
four and five! 
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War machines come in all 

_ shapes and sizes, from the 
| crudest Orc and Goblin 

' constructions to the deadly 
precision of the Dark 

' Elves. All are uniformly 
designed to cause 
maximum carnage. 
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Goblin Doom Diver 
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SCENERY WORKSHOP 


ee a 
Making woods, bills & walls, by Nick Davis & Dave Andrews 


Before you begin building anything you are going to need a large flat area to do your modelling on. If you are using the 
kitchen or dining room table make sure it’s well protected before you start. A couple of layers of newspaper will protect against 
paint and glue spillage but you'll need a piece of wood or a cutting board (available from craft shops) to protect the table 
surface from heavy cutting. 


BASING TREES 4. Glue the trees into place with 
SCRATCH-BUILDING TREES 1. Cut out a base from hardboard or PVA glue. Cover the base with 
Making your own trees is easy. It thick card in an irregular shape — a watered down PVA and add 
just takes a little time and patience. 200mm by 150mm base makes a modelling flock. Once dry, paint the 
1. Cut 5 lengths good medium-sized wood. Place your stones and a small track through 
of garden wire, of 1 trees on the base — differing sizes of the woods with Chaos Black. Once 
between 50- tree on the same base tend to look a the paint is dry you can drybrush 
100mm in length. lot better than having all the same the black areas with several layers 
Twist them size. Draw around the tree bases to of progressively lighter shades of 
logather'te Form mark where your trees will stand. brown. Now proudly place your 


the trunk. Leave 
enough wire for 
the branches. 


wood on the battlefield — you’ve 
finished your first terrain piece. 


2. Take a length 
of masking tape 
and cut it in half 
length ways. 
Wrap the tape 
around the wire 
armature to bulk 
the tree out. 


3. Paint the tree 
with one of the 
variety of 
textured paints 
on the market (I 
prefer coarse 
texture). 


2. Using PVA glue, stick on a few of 
the stones you collected from the 
garden. 


4. Paint the tree 
Chaos Black. 
Then drybrush 
with Snakebite 
Leather and 
Bubonic Brown. 
Your tree is now 
ready to sprout 
leaves! 


UNDERGROWTH 
Here is a quick and easy way of 
making undergrowth for your woods. 
You'll need a Citadel medium tree, 
clippers and PVA glue. 


1. Using the 
clippers, cut a 
clump of bristles 
off the bottom of 


5. There are two 
ways of adding 
foliage to your 


trees. The the tree 

easiest is gluing 3. Using a 1/2" brush paint the base : 

lichen on the with Goblin Green, leaving the 2. Add a blob of 

rors marked areas visible and the stones i ica alia 

PVA glue. : want the 
unpainted. undergrowth. 


5a. The other is 
to use wire wool. 
Spread the wool 
over the tree’s 
branches, then 
spray the wool 
with spray 
mount. Pour flock 
over the wool, 
shake off the 
excess and leave to dry. 


Alongside features 
like rocks and tree 
roots are good 
places. 


3. Place the bristles 
into place and hold 
for about 5 
minutes. Don't 
worry, the PVA will 
dry transparent! 
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MAKING HILLS 

Making hills is fairly easy — it just 
takes a little time and patience. 
Here’s a guide to how | build them... 


1. Taking your sheet of polystyrene 
and your pen draw an oval or kidney 
shape (about 350mm long & 150mm 
wide on average but it’s up to you). 
Now draw a second shape smaller 
than the first. This is the hill’s second 
tier. Using your hotwire cutter cut out 
the hill keeping your hot wire at a 45° 
angle as this gives a gentle sloping 
edge to the hill. Now glue the two hill 
tiers together with PVA glue and 
leave to dry. 


2. Paint the hill with Goblin Green 
and, once dry, your basic hill is ready 
for use on the battlefield. 


3. An extra touch is to add a little 
water to some PVA and paint this 
onto the hill. Cover the hill with flock 
and then leave to dry. Once dry, 
shake off the excess flock and your 
hill is now ready to take its place on 
the battlefield. 


Above: A finished, detailed hill and scratch-built trees ready to be placed on the field of battle. 
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DETAILING HILLS 
Of course, hills are not all 
featureless grassy knolls. Many 
have boulders jutting out of them 
or impassable sheer faces on 
one side. This can easily be 
represented on your own hills. 


1. Follow the stages given above 
and just before you flock the hill, 
dig into one side of it with your 
finger to make a cliff-face. You 
can add stones by pushing them 
into the hill and then gluing them 
into place with PVA. Paint the 
exposed cliff-face and the stones 
with Chaos Black and leave to 
dry. 


2. Once the paint is dry you can 
drybrush the black areas with 
several layers of progressively 
lighter browns or greys. 


For a finishing touch you can 
also add undergrowth. 
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MAKING A HEDGE 

1. Taking a hedge (you can buy these 
from any Games Workshop store), 
cut it into three pieces using your 
scissors. Next, cut a strip of thick 
cardboard for the base, roughly 9" 
long and 1" wide. 


Glue down one piece of hedge 
leaving a space about 11/2" long. Then 
glue down another piece of hedge, 
leave another space and glue down 
the final piece. In one of the gaps 
make a small fence (see right). 
Finally, glue a small tree in the other 
gap and put your newly made hedge 
aside to dry. 


2. When dry, cover the base with 
slightly watered down PVA glue, and 
sprinkle with green flock. When this is 
dry, paint the fence with Scorched 
Brown and drybrush it lightly with 
Bleached Bone. Voila, a new hedge! 


FOR ALL PROJECTS YOU NEED THE FOLLOWING: 


Large drybrush, undercoat brush, 
1/2" paint brush, cutting mat, steel ruler, 
modelling knife, cutter, clippers & pen. 


WHAT YOU NEED TO MAKE WOODS: 


* Ready made trees — from Games Workshop 
stores 


¢ Thick card or hardboard for the base 
¢ A selection of stones 
* Green flock and modelling gravel 


* Citadel paints: Chaos Black, Goblin Green, 
Snakebite Leather, Bubonic Brown, Bleached 
Bone & Skull White 


¢ PVA glue and super glue 


WHAT YOU NEED TO MAKE A WALL 
¢ Think cardboard 

¢ Scissors 

« PVA glue or super glue 


* Citadel Paints: Chaos Black, 
Codex Grey, Skull White 


MAKING A FENCE 

1. Cut a strip of thick cardboard for 
your base, about 6" long and 1" wide. 
Next, use super glue to stick five 
matchsticks straight up as fence 
posts, spacing them evenly down the 
middle of the cardboard. 


When this is dry, glue two matchstick 
beams joining each of the fence 
posts. Don’t worry about being too 
neat, the beams will look more 
realistic if they are a bit uneven. Once 
the fence is dry, glue a few small 
stones onto the base. 


2. Once everything is dry, cover the 
base with slightly watered down PVA 
glue and sprinkle with green flock. 


When this is dry, paint the fence with 
Scorched Brown and the stones with 
Chaos Black. Drybrush the fence with 
Bleached Bone and the stones with 
Codex Grey. Done! 


WHAT YOU NEED TO SCRATCH BUILD TREES: 
* Garden wire 

* Steel wool or modelling lichen 

¢ Masking tape 

* Green flock 

* Coarse textured paint 

* Chaos Black spray paint 


¢ Citadel paints: Snakebite Leather, 
Bubonic Brown 


¢ PVA glue and spray mount 


WHAT YOU NEED TO MAKE HILLS: 
¢ A hot wire cutter 


* Polystyrene sheet 1" thick — available from 
your local DIY store 


«A selection of stones 
¢ Green flock and gravel 


* Citadel paints: Chaos Black, Goblin Green, 
Snakebite Leather, Bubonic Brown, 
Bleached Bone & Skull White 


* PVA glue 


MAKING A WALL 


1. Cut a few strips of thick cardboard, 
roughly 1/2" wide. Cut the strips into 
rough square shapes. Once you have 
a nice pile of cardboard squares, lay 
a line of them on your table or 
working mat, about 4" long. 


Next, glue a line of squares on top of 
these. Don’t worry about lining them 
up neatly — they look better if uneven. 
Continue gluing these down until you 
have five layers of cardboard 
squares. Once dry, start sticking the 
rest of the squares vertically across 
the top of the wall. Again, don’t worry 
about being too neat. 


Continue this until the top of your wall 
is covered. 


2. When dry, paint the wall Chaos 
Black. Drybrush with Codex Grey, 
then lightly with Skull White. Your wall 
is now ready. 


WHAT YOU NEED TO MAKE A HEDGE 
* Ready made small round tree and hedge 


from Games Workshop stores 


* Thick Cardboard 

* PVA glue 

¢ Matchsticks 

¢ Green flock 

¢ Scissors 

* Citadel Paints: Scorched Brown, 


Bleached Bone 


WHAT YOU NEED TO MAKE A FENCE 

* Thick cardboard 

«Some small stones 

¢ Matchsticks 

¢ PVA glue 

¢ Super glue 

¢ Scissors 

* Green flock 

* Citadel Paints: Scorched Brown, 


Bleached Bone, Goblin Green, 
Chaos Black, Codex Grey 


Always put safety first. It is hard to play Warhammer with your hands bandaged, so please be careful when using the tools and make sure you follow all 
the instructions correctly. Remember that you are using hobbyist's tools and not toys, so treat them with care and respect. 


SCENERY WORKSHOP 


JUNGLE FEVE 


By Nick Davis 


Making your own terrain is a greatly rewarding part of wargaming. | 
Lizardman army growing apace, Nick decided to make a few pieces | 


for it to fight over. This is his story... 


TIME ON MY HANDS 


One lunchtime at the end of summer, I was sitting at my desk 
aimlessly discussing the previous night’s episode of The 
X-Files, when I said to myself, “I’m wasting my time here. I 
have a whole hour on my hands with nothing to do but twiddle 
my thumbs or fight the occasional battle.” I had just finished 
painting my Lizardman army and was re-reading the “Raising 
the Army of Rezephua” section in the back of the old Army 
book. This is about building scenery in connection with the 
development of your army. I thought it would be a really good 
idea to make little set pieces of terrain to go with my 
Lizardmen. Over the next few pages you will see the collection 
of mad ideas, bizarre construction techniques and the 
inspiration that went into this scenery. Don’t worry; none of 
the materials I have used cost the earth. In fact it is all made 
from little more than PVA, super glue and easy-to-find 
materials. 


Rocks and rubble. 


A hill covered with undergrowth, rocks and paving stones. 


SISSESERE 


I hope this inspires you to try your hand at buil 
and maybe even ue a battlefield | 
WARNING! Once you've started it is extremely hh 
and you will find yourself knee deep in PVA’ aloes 
cardboard and bits of strangely shaped polystyrene, Re 
your own peril... 


THE SPAWNING POND 


(Or the Skink Olympic swimming pool) 


After reading Raising the Army 
of Rezephua in the Sth edition version of the Lizardman army 
book, I was inspired to build a spawning pond. I decided that 
this piece should be full of jungle clichés from old Tarzan 
movies. The spawning pond would be slightly overgrown and 
shaded by large tropical trees, and have huge lily pads and 
reeds in it. The question was: how was I going to do this? 


The pond was easy to construct. Using corrugated cardboard I 
made a basic rectangle which I glued onto a polystyrene roof 
tile using PVA. Then using thin cardboard (the kind cereal 
packets are made of) I marked out a grid of 2x2cm squares 
which I then cut into a series of paving slabs to go around the 
pond, some of which were cut at angles to give a broken effect. 
These were stuck onto the base, arranged around the pond. 


- thy * ig 
- Tused garden wire to make 
basic shape of the tree. 
ist five equally cut pieces 

of the wire together (about 
- 10-15cm per length of wire). 


Mix together some sand and 
PVA, then add a little water 
to the mix. Paint this texture 
onto the trunk of the tree. For 
_ added texture I glued coarse 
turf, a spongy substance 
available from model railway 
shops, to the top of the tree. 
_ When the texture is dry, paint 
| or spray the tree black. 
(Quick tip: if you glue coarse turf to 
the top of the tree, wash over the turf 
with watered down PVA. The PVA will 
dry, leaving the turf stiff and easier to 
paint.) 


rn 
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‘TROPICAL TREES — 


| Then glue the wire together _ 
using super glue and lea 
dry.c : . ey ty ~? “al 


I wanted to put rocks around the pond. The studio model 
makers use polystyrene to make rocks and I had a go at doing 
the same thing, but after a couple of attempts I just couldn't 
make my rocks look like, well, rock. I went for an easier 
option. Stepping outside the Studio I looked around my feet 
and within five minutes had found several perfectly shaped 
stones which I glued on with PVA (all-purpose filler from a 
DIY store will do just as well). The pond’s base was spread 
with PVA, then using a smaller paintbrush I painted in between 
the gaps of the paving slabs for a more overgrown effect. I 
covered the base with sand and PVA twice to protect it from 
spray paint (spray paint makes polystyrene dissolve) and the 
various knocks it would receive in its gaming life. The 
spawning pond was then sprayed black and left to dry. 


The base was painted Goblin Green with areas painted a mix 
of brown for a muddier effect. The paving slabs, stones and the 
pond walls were painted grey and highlighted white. If I had 
painted the inside of the pond blue, I could have finished the 
model there. However after a brief pause I continued... 


I wanted to make long 
grass. A friend of mine 
had once shown me 
how to do this using an 
old yard brush. I pulled 
out clumps of bristles 
and sprayed the clumps 
Dark Angels Green. 
These were then cut 
down to size to make 
the grass. This was 


Long grass made from the bristles 
of an old yard brush 


Using a modelling knife, 
or even a pair of wire 
cutters, strip the plastic off 
the wire at the top of the 
tree. Be very careful! 
Knives can cut skin as" 


well as plastic! Cut some ' 
? 


masking tape into strips 

and then wrap the strips 
around the trunk. You may 
want to wrap the tape 

around twice, but it looks 
better if you only wrap it P 
once around the roots. 


The tree is now ready to 
paint. I started with a base 
coat of Snakebite Leather, 
roughly painted over the top 
with Bubonic Brown and 
followed with a Chestnut Ink 
wash. The top of the tree is 
painted with Dark Angels 
Green, then with Goblin 
Green and finally with : 
Sunburst Yellow. The tropical 
tree is now ready to be based. 
Cut a base from card and 
texture it as described with 
the spawning pond. 
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pushed into any large gaps around the rocks and the pond. The 
cut-offs from the bristles were glued into the pond to make 
reeds. 


Now it was time to make the trees. I used garden wire as it is 
easy to bend, plus you get about 50m for the price of a couple 
of pots of paint. I used masking tape to wrap around the tree, 
as it is less messy than crepe bandage dipped in a polyfilla mix. 
See the guide below. 


With the trees finished 
and glued into position, 
all I had to do was make 
some giant lily pads and 
put some water into the 
pond itself. I made the 
lily pads from beer 
bottle tops filled with 
modelling clay. The water is a thick layer of PVA. When dry 
(the PVA took a full 36 hours to dry!) I painted it Scaly Green 
and then washed over the colour with Ork Flesh wash. I used 
enamel gloss varnish to give the water and lily pads a wet look 
and it was finished! I had completed my first terrain piece in 
just five lunchtimes! 


Lily pads made from 
beer bottle tops. 


WHAT NOW? 


I discovered several techniques building the pond and I learned 
a lot from the experience. I now felt confident enough to start 
building more scenery. I stopped and considered what I should 
build next. Would it be a great pyramid temple, or Skink 
barrios? What I needed was a plan. 


Ficme ye 
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To make the leaves draw a series of rough ovals onto paper 
about the same length as the branches and cut these out. If you 
want, cut a series of diagonal lines into the leaves (be careful 
not to cut the leaf in half!). The leaves can be sprayed or painted 
Dark Angels Green and then highlighted with Sunburst Yellow. 
The leaves are glued onto the tree branches using PVA or, if pa 
are careful, you can use super glue (super glue is much better!). 
Voila! you have finished a tropical tree. It is now ready for your al 
games of Warhammer in Lustria. 


first; it makes gluing them on much easier) 


es “This i is a variation of the tropical tree 
‘Quick tip: when attaching the leaves to the branches, straighten out the branches \y is built i in a similar way as the tropical tree, jus sul 
ei “old brush nas and wrap wire Ae them | vhen yc 
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THE THEME 


Theming your battlefield terrain to your army’s ‘realm, 
really good idea and it brings a whole new dimension 
games. I had a long conversation with Alan Merrett ; 
The idea goes a little like this — if Alan fought a 
house he would be playing in the realms of Lustria agai 
Lizardmen. The table would be set up to represent” 

loads of jungle terrain. If I played a game at Alan’s ( 
with Dwarfs), it would be set up to represent the Dwai 
with lots of hills and pine woodland. At a neutral I¢ 
at work, the battlefield would have jungle and moun 
to represent the border between the two realms. 


THE PLAN 


I've already started down the road of building” 
themed terrain for my battlefield. I just needed a pl 
to and Alan had pointed me in the direction of the 
Generator tables in the Warhammer rulebook. I had fot 
plan! I would make a piece of terrain for each ¢ 
Terrain table, themed around my Lizardman army. N 
spawning pond, I had already made the very 
ground/deep river or lake entry, so I had only nine left 
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THE NEXT PIECE - une Br 


the next a of terrain to make was be easy. The 
entry ‘Dense Jungle’ 
became my next target. 


d the Ugly Tree r 


The woods, or 
in this case the 
jungle, are 
going to be 
based individually 
instead of a group on 
one base. I have found 
that this allows 
regiments free 
novement through 
the woods, as 


’ you can 
Wh / remove the 
| Y trees and 
) replace them as 

the models 


move past. The 
important thing to 
remember is the 
boundary marked by 
the trees’ bases is the 
edge of the wood. 


I built about a dozen trees. Not all 
were the typical tropical tree, but all 
used the same techniques. The other 

two types I made are what I’ve 
nicknamed the Ugly Tree and one 

=. that got called the Coat 
me. “Hanger (sce left). 
Son es Alan kindly 
donated three 
pieces of Jungle 
he had made and 
with this I discovered 
a technique of making a tree out of plastic drinking cups . You 
can see how I made these trees on the right and if you can find 
a suitable cup have a go; it’s very simple to do. 


Skink scouts race through the jungle of garden wire, 
masking tape and plastic cups! 


MAKING A TROPICAL TREE 
OUT OF A PLASTIC CUP 


Using scissors, cut 

the rim off the top of 
the cup and then cut 
down past the raised 
pattern. Using the 
pattern as a guide, cut 
round the cup. When 
finished you should have 
the top pattern separate 
from the bottom of the 
cup. 


f fs gain using 
scissors, cut down 


each groove in the 
pattern to make what 
look a bit like the 
teeth of a comb. 
Then use a modelling 
knife to point the 
ends of each ‘tooth’ 
along the strip. These 
will form the tree’s 
leaves. 


Now comes the 

tricky part. Twist 
the strip together at 
an angle so the strip 
goes up in a spiral 
(you will find it 
easier if you super 
glue the bottom 
together first). Then 
wrap a small strip of 
masking tape around 
the bottom for added 
strength. 


Now bend out the 

‘teeth’ to form the 
leaves — start at the 
bottom and work 
your way up. You 
may need to glue the 
twists into position 
as you go. Spray the 
top part of the tree 
green and painted the 
bottom black. The 
tree was then painted 
in the same way as 
the tropical tree. 
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WHAT'S NEXT? 


The jungle was finished, now 
what? Should I build some 
hills, river sections or even 
difficult ground? I returned to 
the Raising the Army of 
Rezephua and after building 
their spawning pond, the 
Skinks built barrios — this 
would be my next project! I 
used the John Blanche barrio 
picture (shown above) and the 
Illustrated Children’s Guide 
to the Aztecs for reference 
and based my construction on 
the pictures. 


The building was constructed 
the same way as the Ork 
building in the How to Make 
Wargames Terrain book. 
Instead of filler to cover the 
gaps in the edges I used DAS 
modelling clay. This gave me 
very rough edges and the 
barrio looked like it was 
constructed out of mud 
bricks. The glyphs around the 
door were supplied to me by 
Alan Merrett (/’d like to point 
out that Nick and Alan are 
just good friends! — Paul 
Sawyer). 


The barrio was sprayed black 
and painted with Snakebite 
Leather, then Bubonic Brown 
and a light brush of Bleached 
Bone. I painted the glyphs 
brick red (mix red and brown 
together). I then glued the 
model to a base of thick 
cardboard which I modelled 
up in the same way as the spawning pond base. 


After finishing the basic barrio I was full of confidence, so had 
a go at a two-storey barrio complete with wooden ledge and 
ladder. This led on to a thatched storehouse which was built in 
the same way. The roof was a made out of thin cardboard 
covered with old yard brush bristles to make the thatching. 


The barrio is constructed out of corrugated cardboard and 
DAS modelling clay. 


FENCING 


The village was nearly complete. I had 
was needed were a few sections of fence ¢ 
Lizardmen use as walls or fencing? I had 
back to my book on Aztecs. According t 
fences Aztec farmers used to stick long 
was that it? After building the barrios, 
spawning pond this was going to be simple. 
sticks in half, glued them with PVA to a 
black and painted it Vermin Fur and Gobli 


By Rick Priestley 


PAINT AN ARMY 


Many gamers have asked for information 
keyboard and present what is unash 
there are players, and different meth 
written at face value. Try things out for yo 


amedly 


approach that you are comfortable with. 


PAINT FOR BATTLE 


The most important thing about 
painting a Warhammer army is to 
remember that your objective is to get 
regiments ready to field, fight and 
win! That means completing units so 
they can take part in your next battle. 
The player who paints faster has more 
choice when it comes to a fight, he 
can take part in bigger battles, and he 
can assemble new armies more easily. 
Some people will always paint faster 
than others, but anyone can assemble 
and paint an army reasonably quickly 
using methods such as those 
described here. 


CHOICE OF TROOPS 


To get an army off to a flying start it’s 
a good idea to begin with one or two 
fairly big units of core troops — usually 
a solid infantry unit such as High Elf 
Spearmen, Orc Warriors, Imperial 
Halberdiers, Dwarf Warriors, or 
whatever. My preference is to buy a 


Here’s an example of bow to paint an Orc in stages from start to finish. 1) 
neat as you can, but if you do make any mistakes, don’t worry — you can C 
armour plates, earrings, bracelets and studs for example). Paint the wooden handle of the axe a 
Red for the Orc’s trousers. 3) When all that’s dry, 


Regiment set which makes a unit of 
between about a dozen and twenty 
models (depending on the set you 
buy). This is cheap and all the plastic 
models are core troop types, just the 
sort of thing you need lots of. 


DEEP SHADOWS 


The shading wash gives a relatively 
light shadow which is pleasing in 
itself, It’s simple to go over deep folds 
in cloaks with a darker shade to 
represent very deep shadow. For 
example, on a red cloak paint a line of 
red mixed with black into the bottom 
of the deepest creases. Even so, this is 
only worthwhile if the cloak is highly 
visible and the creases are deep and 
well defined. 


Sometimes it’s worth paying a little 
attention to edges where hands meet 
weapons, where cuffs meet hands, or 
any area butts onto another. If the 
adjoining areas are light in colour it’s 
possible the shading colours won't be 


STAGE BY STAGE 


about painting armies so I've decided to put sticky finger to grimy 
my own approach. There are as many ways of painting armies as 
ods can provide equally impressive results, so don’t take everything I've 
urself, ask other players about their techniques, and adopt an 


PAINTING FACES 


The face forms the focal point of a 
model. Paint along the ridge over the 
eyes, down the nose, on the nostrils 


if they are prominent, on the 
cheekbones, on the tip of the chin, and 
along the bottom of the jawline. The 
extent to which you blend the colours 
is a matter of personal preference. 


dark enough to clearly define the 
edge. If this is the case, and if the 
result is highly visible, it’s probably 
worth the few seconds it takes to 
‘line-in’ the detail using a dark shade 
or even pure black. For example, on 
my High Elf Archers the bows are 
painted white with yellow hand grips. 
The yellow to white isn’t really 
distinct enough as both colours are 
very pale, so I’ve lined around the 
detail with black. I normally wouldn’t 
bother but the join is so visible it’s 
worth the effort. 


Start by spraying the model black and painting the skin Goblin Green. Be as 
over them up later. 2) Use Chainmail to paint all the metal bits (weapons and 
nd the leather pouch with Bestial Brown, and use Blood 
paint the teeth and claws with Elf Flesh. Finally, paint the model’s base Goblin Green and you’re ready 


to play. 4) If you want to go further, try a Dark Green Ink wash over the flesh, Black Ink wash over the metal bits and Brown Ink over the red. 5) If you 


really bave loads of time, try highlighting each area with a lighter tone to bring out the detail. Finally, 


stick flock to the base with PVA glue. 
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HOW FAST? 


This depends on how much time you 
want to spend highlighting and 
painting extra detail. I allow about 
thirty minutes a model, including 
removing plastic components from 
their frames, cleaning up and basing, 
all of which take longer than you 
might think. It’s pretty good going to 
clean up and assemble a unit of 
twenty models over an evening, a task 
you can combine with watching TV, 
listening to music, or cackling 
insanely to yourself about your new 
all-powerful army (the favoured 
»ption in the Priestley household). 


4 unit of infantry takes me about a 
week of spare time to finish. Cavalry 
and complex models take a bit longer. 
Obviously how fast you progress 
depends on how much spare time you 
have. If you can devote an entire day 
to painting then you’re well away! 


in order to paint much faster than this 
you need to cut down the shading 
and highlighting or simplify the 

wverall colour scheme. If timing is 
vital it’s best to choose an army of 
high calibre, high points value models 
which look good in simple schemes, 
such as Chaos. An army can still look 
very good painted without shading or 
highlighting, so long as the bases are 
finished properly and the colours are 
bright and vibrant. 


FINISHING OFF 


it's tempting to try to correct mistakes 
as you go along. However, if you 
worry too much about the odd splash 
you'll end up painting the same thing 
several times over. Sometimes a quick 
wipe can save the day, but it’s usually 
best to wait until the whole unit is 


PAINT THE LOT! 


The secret to painting armies fast is to paint an entire regiment at once. Don’t paint 
models individually or you'll never finish! Make a production line and work through 
the regiment, painting all the faces, all the clothing, all the armour, and so on. Take 

your selected twenty models and get to work. 
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Remove all the models and bases from their frames and carefully clean up with 
a modelling knife. 


Glue the models to the bases (polystyrene cement for plastics, super glue for 
metal models). 


If the model has a shield, like my High Elf Spearmen for example, remove this 
from the frame and clean it up. Paint shields separately and glue them on 
afterwards with super glue. 


Fill in gaps in the slottabases by pushing in plasticine from underneath. You 
don’t need a perfect finish so this can be done quite quickly. 


Undercoat the whole lot (figures and shields) using white undercoat spray. 
Several light coatings are better than one thick one. Although it is 
recommended that models are left to dry overnight, I find a light coat is dry 
enough to take paint after as little as thirty minutes. 


Line all twenty models up and paint one colour at a time, ie, all the flesh, then 
all whatever colour the coat is to be, and so on. By the time you've finished 
one colour, the first models will be ready to take the next colour. 


It’s a good idea to paint models from the ‘inside out’. Start off with the flesh, 
then the next layer (clothing usually), then the layer over that (often armour), 
and so on, finishing off with details and weapons. This way any early mistakes 
are simply painted over later. 


Once all the colours are finished add shading and highlights to suit. It’s not 
strictly necessary to shade or highlight models but it does enhance the 
appearance of the unit. 


Complete the slottabases by applying sand or flock and painting them as 
described on the following page. 


finished. Then you can go over any 
mistakes all at once. Often these will 
be the same sort of thing, Red or Blue 
Ink on white robes, green base colour 
splashed onto feet, and so on. A 
quick tidy up will cover everything at 
once. 


Sometimes you’ll find that particular 
details on a model call for more 


attention once the unit is complete. 
For example, when painting my High 
Elves, I found it worthwhile to get the 
Mithril Silver out and clean up the 
details of their helmets at the end. 
This isn’t necessary if you are careful, 
but sometimes it’s easier to tidy up 
than it is to be careful! That’s it — get 
your army painted, and get fighting! 


SHADING 


Shading is the process of painting darker colour into 
creases and other recessed areas to create shadows and 
an impression of depth. The method utilises Citadel 
Colour Inks or a mixture of paint and water. You can 
combine any of these together to get the colour you 
want. 


Make up a mix which is darker than the base colour, for 


example for a red cloak mix up a dark red using Red and 
Brown Ink. Paint this over the entire area you want to 
shade. The mix will naturally settle in the folds to 
produce instant shading! Wipe away colour from 
highlights with your finger to accentuate the effect. You’ 


can also use paint, but add a little water so that t 
is thin enough to run freely into cracks and crev 


ie paint 


HIGHLIGHTS 

Highlights are the opposite to shadows, that is to say 
they are raised areas where the light catches and 
brightens the colour. It is the contrast of shading and 
highlights that gives a miniature depth and makes it look 
real. Highlights are painted on with a lighter shade of the 
underlying colour or alternatively, if the colour is very 
pale, with pure white. 


Mix up your highlight shade u ing the original base 
colour mixed with Skull White. A a this to the highest 


down the nose, ont cel 
of tehin On clothes a cloak 
the raised parts of creases, an 
the cloth. oi 
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Look at any unit of troops and what you'll see is mostly bases. If 
bases are finished to a good standard the army will look good 
regardless of how simply the models are painted. The opposite is 
also true. If bases are finished badly the army will look shabby even 
if the models themselves are painted to a prize-winning standard! 


1 Consistency. Give all bases the same finish and colour. To 

ensure this, stick to a standard base colour (such as Goblin 
Green). So long as the bases are all the same the unit will look like 
a coherent and purposeful group on the 
tabletop (and not just a scrappy bunch of 
loners). 


Cleaning. Trim off any plastic injection 
marks on the bases and try to use a 
clean side for the front of the base. 


3 Filling. Fill in gaps in the slots. Little 

gaps will be covered by the PVA and 
sand texture, but bigger holes need to be 
filled in. To plug the gap push in Green Stuff 
under the base. This is quick to do before 
undercoating and saves time later trying to 
push extra glue and sand into the gaps. 


Texture. Paint PVA glue onto the top 
surface of the base but avoid getting it 
on the model’s feet. Dip the base into a tub 
of sand, shake off the excess sand, and put 
the model aside to dry. Once dry, paint over 
the whole surface with PVA thinned down 


BASES 


One way to base miniatures is to use flock. Start by painting the base all over, in this case with 
Goblin Green. be careful not to get any paint on the feet. once the paint is dry, paint PVA glue 
over the top of the base. Put the top of the base into some flock for a few seconds. Take it out and 
tap the base to get rid of any excess flock. if there is.any flock on the feet, brush it away with a 
damp paint brush before it dries. 


with water. This smoothes the surface slightly and makes it look 
more like ground. Let this dry. 


Paint. Paint the whole base with your preferred colour, in my 

case Goblin Green. When this is dry, lightly paint over the sur- 
face with a yellow to pick out highlights. When dry, paint over 
more lightly still with a mix of Skull White and yellow to pick out 
the very highest layer. Finally, tidy up round the sides of the base 
with Goblin Green. 


PAINTING KORHEDRON’S REAVERS By MATTHEW HUTSON 


PAINT AN ARMY 


Matthew Hutson is a member of 
Games Workshop’s White Dwarf 
team. He has been painting 
Dark Elves for over six years and 
this is the second Dark Elf army 
he has collected. 


Matt: For my Dark Elf army I 
decided to go for a simple colour 
scheme that was based on only 
two colours, red and _ black. 
Here's how I painted my Dark Elf 
Warriors: 1) I started by spraying 
them black and then drybrushed 
the metal areas with Boltgun 
Metal. It's very difficult to be neat 
with drybrushing so I tidied up 
the black areas with Chaos Black. 
2) Next, I painted all the 
armoured areas with a mixture 
of Blood Red and Chaos Black. 
When this was dry I painted the 
skin with Vomit Brown and high- 
lighted the black areas using 
Codex Grey. 3) At this point I 
gave the skin areas a coat of. Flesh 
Wash and_ highlighted the 
armoured areas by painting 
Blood Red on all the edges. 
4) Making sure the Flesh Wash 
had dried I next highlighted the 
skin with Bleached Bone before 
giving the armour its last high- 
light using Vomit Brown. 
5) To finish off my Warriors I gave 
their armour a Red Glaze to bring 
together all the highlights before 
basing the model and attaching 
the shields. 
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RICK’S PAINTING TIPS 


Slots — With plastic models I always 
remove the slot if there is one, as I 
prefer to glue the model’s feet 
lirectly to the base. This enables me 
ro put the model exactly where I 
want. I have to say the Mail Order 
trolls laughed at me when I told 
them this — but that’s Trolls for you. 
You need clippers to remove a plug 
safely, not a knife. 


Colours — ’Eavy Metal features in 
White Dwarf magazine are a good 
source of overall colour schemes, but 
ts best to reduce the number of 
-olours so you can paint faster. This 

s especially true for incidental detail. 
For example, paint belts, scabbards 
and boots all the same colour. 


Plate armour and helmets — Paint 
Mithril Silver and then paint over 
with Blue Ink as for scale armour. 
Nipe the paint from the raised 
surfaces before it is dry. This leaves 
shading in the recessed and 
shadowed areas and saves 
nighlighting over afterwards! 


Eyes — Don’t bother! The shading 
process will leave darkened slits 
which look fine. Remember — you 
can't see someone’s eyes at fifty 
yards, which just about equates to 
what you'll see on the battlefield. If 
yu want to add eyes paint a thin slit. 


Spears — Spears and wooden shafts 
»ok best painted in very light browns 
r even red. Dark browns look drab, 

out black is dynamic. Add a little 

olack to silver and paint spear tips 
with this — bright silver is a little too 
oright but can be used to highlight 
the spear’s edges and point. This 
seems a bit fussy, but spears are 
nighly visible when the unit is 
finished so it’s worth the effort. 


Varied schemes — In the case of 

'rcs, Skaven and other barbarous 
creatures there is no need to paint 
them all in uniforms. Work through 
them in the normal way using the 
same colours, but give the first one 
blue trousers, the next a blue cloak, 
the next a blue jerkin and so on. This 
enables you to finish the unit just as 
quickly, but the overall effect is of 
great variety. 
Paint one model first — If painting a 
troop type for the first time I 
generally paint a single model before 
tackling the unit. This establishes the 
colour scheme and also means that I 
can suss out how to paint the model, 


whether it has any tricky bits of detail 
that are easy too miss, and so on. 


Mixing colours — Don’t be afraid to 
mix paint together or with water to 
get the colour you want. Citadel 
Colour paints and inks are fully 
intermixable and can be thinned with 
water. The best thing to mix paint on 
is an old plate. 


Thin paint — If you thin the paint 
with water it will work to your 
advantage. A thin base coat will tend 
to gather in recesses and pick out the 
shading. Also a thinned highlight is 
easier to draw out with the edge of 
the brush so that it blends more 
easily. 


Filling gaps - When assembling a 
model from a kit of parts you'll 
probably end up with small gaps in- 
between the pieces. If these are very 
tiny the undercoat may cover the gap, 
if not paint on more white paint until 
the gap is filled. If gaps are too large 
to cover with paint then push a little 
Green Stuff into the gap and then 
paint over. Green Stuff is an excellent 
filler and with a few coats of paint 
over the top it is invisible. 


Identity crisis -When I open a new 
pot of paint the first thing I do is 
paint the top of the lid so that I can 
recognise the colour once all the 
paints are back in my box (as 
supplied by the generous Games 
Workshop Mail Order Trolls). 


Don’t Stop — If you start to paint a 
colour don’t stop until all twenty 
models are done. If you really have to 
take a break then try to finish the 
colour on at least ten models — regard 
it as a challenge to keep going. A 
good time to take a break is when 
you have finished painting silver 
armour. This is because painting over 
silver before it is thoroughly dry 
tends to lift the paint. Also, it’s a 
good idea to wash out brushes, 

clean your mixing plate, and change 
the water after using a metallic 
colour. Try to coincide your breaks 
with letting washes, inks or glue dry. 


Stop — It’s very easy to get drawn into 
painting extra shading and more 
highlights. This won't get the unit on 
the battlefield any quicker. If you start 
off with a time-consuming, detailed 
paint job you'll need to extend this 
throughout the whole army to look 
consistent. This is something you may 
regret later. 


SHIELDS 


Giving every model 

in a unit the same 
design of shield 

is an easy and 
effective way to | 
make the regiment _ 
look like a distinct 
whole. 


Some modellers 
prefer to paint the 
shield background 
and the rim first 
without the symbol 
in place. They then 
paint the symbol 
separately and glue 
it onto the shield 
afterwards. 


If you are a skilled 
painter then you 
may decide to have 
a go at painting 
your own symbol 
onto your shields. 
If not, don’t worry; 
you can always use 
the symbols which ~ 
are provided in the | 
Regiment Box set. 


VARNISH 


When you use your painted units in 
battle they’re going to take a lot of 
handling and, inevitably, the paint 
will get chipped or worn away. The 
only way to a protect a painted 


model is to varnish it. 


A layer of gloss varnish will protect 
your troops from handling and 
moderate wear. You won't see 
varnished models in White Dwarf 
*Eavy Metal pages because the gloss 
effect makes them difficult to 
photograph. Consequently, there are 
usually a few ‘casualties’ that need 
fixing up by the end of the week. 


If you want the protection of gloss 
but don’t like the glossy finish you 
can use a matt varnish over the top of 
gloss to ‘kill’ the gloss effect. 


Watch out though, as matt varnish 
has a slightly rough texture which 
picks up dirt and eventually dulls the 
colours beneath. 


Matt and gloss varnish is available as 
Citadel Colour spray cans. 
covering of gloss va 

to protect your army | 

come. % 
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On the following pages we ask 
‘Eavy Metal miniatures painters 
Dave Thomas and Kirsten 
Mickelburgh how they went 
about painting the models 
designed for the Dark Shadows 
campaign set in Albion. 


THE DARK EMISSARY 


PAINTING THE MODEL 

After undercoating the model with 
Chaos Black | decided to start by 
painting the largest section. In the 
case of the Dark Emissary this is the 
leather jerkin. This was given a 
basecoat of Scorched Brown & Chaos 
Black which | blended up with Bestial 
Brown. | then added small quantities 
of Skull White to the mix for 
successive highlights. Once this had 
dried | made a mix of Brown Ink with a 
small amount of Black Ink added to it. 
| then 
watered this 
down a lot 

% and gave the 
= jerkin several 
thin glazes. 
To finish off | 
went over 
the jerkin 
again with 
the final 
highlight mix. 


His inner robes | painted with a 
basecoat of equal parts Scab Red and 
Scorched Brown. | added Bleached 


‘EAVY METAL MASTERCLASS 


Bone to the mix with each additional 
highlight stage, blending through until 
| had achieved the desired effect. 


For his cowl | used a 
basecoat of Codex 
Grey with a small 
amount of Scorched 
Brown mixed in. | 
highlighted the 
edges by adding 
Skull White to the 
mix. His flesh was 
painted with a base 
tone mix of Dwarf 
Flesh and a very 

: small amount of 
Chaos Black. This again was 
highlighted by adding Skull White to 
the mix. 


FINE DETAIL 

His horns were painted with a 

basecoat of Scorched Brown. | then 

made a mix of Bestial Brown and 

Scorched Brown in equal measures 

and painted this onto the horns. With 

each ascending spiral on the horn | 

added a small amount of Skull White, 
creating a 
smooth 
blend that 
gradually 
lightens 
towards the 

és tip of the 
- horns. 


The spiral 
plate on his 
back was 
painted with 
a basecoat 
of Boltgun 
Metal. | then 
gave this a 
glaze of 
watered 
down Black 
Ink. | highlighted the plate by mixing 
increasing amounts of Mithril Silver to 
Boltgun Metal and highlighting 
outwards from the recesses to the 
edges. Once this was dry | glazed the 
plate with Green Ink mixed with a 
small amount of Brown Ink. 


The scroll is 
painted with a 
basecoat of Vomit 
Brown which | 
then glazed with a 
coat of Brown Ink 
before re-coating 
with Vomit Brown. 
| added a small 
amount of 
Bleached Bone to the basecoat and 
highlighted it. | then continued to add 
more Bleached Bone to the mix, 
gradually highlighting outward until the 
very edges of the scroll were painted 
with pure Bleached Bone. | painted a 
text that suggests writing using small 
dots and squiggles. 


FINISHING TOUCHES 

His staff was painted with a basecoat 
of Scorched Brown which | highlighted 
by adding Bestial 
Brown. | then shaded 
this with Brown Ink 
before adding a small 
amount of Bleached 
Bone to the mix for a 
final highlight. For the 
decoration | sketched a 
design onto paper 
before copying this onto 
the staff using Bleached 
Bone. 


The gems on his jerkin | 
painted with Liche 
Purple and highlighted 
with Tentacle Pink on 
the bottom edge. | then 
painted a small dot of 
Skull White for the 
gemstone effect. 


| based the model by gluing sand to 
the base with PVA. This was then 
painted with Bestial Brown and 
drybrushed with Bubonic Brown. After 
giving it a final drybrush with Bleached 
, Bone, | 
glued on 
some static 
grass and 
sprayed him 
with clear 
varnish. 
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THE TRUTHSAYER 


PAINTING THE MODEL 

glued the model to a base before 
spraying it with an undercoat of Chaos 
Slack. The flesh of the Truthsayer 
makes up a large part of the figure so 

decided to paint this first. | began 
with a basecoat of 
Dwarf Flesh 
which had a small 
amount of Dark 
Flesh mixed in. 
This was then 
highlighted using 
« Dwarf Flesh on its 


PAINTING THE MODEL 

After | had pinned the arm of the 
=enbeast and glued the head and 
cack section, | filled any gaps with 
Sreen Stuff. Once this was done | 
qued it to a base and undercoated 
‘ne model with Chaos Black. 


=or the basecoat | used an empty pot 
*o make up a large quantity of Dark 
Angels Green mixed in with a small 


own. | then added further highlights 
with Elf Flesh, mixing increasing 
amounts of Skull White to the Elf 
Flesh for each successive highlight, 
before giving him a final highlight of 
Skull White on its own. 


| concentrated on painting 
his hair next. The shade 
tone was an equal part 
mix of Bestial Brown and 
Leprous Brown. | painted 
the hair with a coat of 
Leprous Brown rather 
than drybrush it, as | find 
that drybrushing can create a grainy 
effect. | added Skull White in small 
amounts to Leprous Brown for each 
successive highlight until | was happy 
with the result. 


For the tabard | made a shade tone 
mix of Bestial Brown and Bubonic 
Brown with a small amount of Skull 
White. Adding 
increasing amounts 
of Skull White to 
the original mix, | 
painted successive 
highlights finishing 
with a highlight of 
Skull White on the 
very edges of the 
folds on the tabard. 


amount of Chaos 
Black. | added 
Camo Green to this 
mix for each 
successive 
highlight. For the 
brighter highlights | 
added a small 
amount of Rotting 
Flesh to the pot before using Rotting 
Flesh on its own as the final highlight. 


FINE DETAIL 

The rock parts of the model were 
painted Chaos Black, which was then 
drybrushed with Codex Grey. A final 
highlight drybrush of Skull White was 
added to the edges of the rocks. 


The wood parts | gave a basecoat of 
Scorched Brown, followed by 
drybrushing Bestial Brown, then 
Bubonic Brown with a final drybrush 
highlight of Bleached Bone. 


The bones were 
painted with a shade 
tone of Bestial 
Brown. | went over 
this with a basecoat 
of Bubonic Brown 
adding Bleached 
Bone in increasing 


FINE DETAIL 

The staff was painted using an equal 
mix of Scorched Brown and Red 
Gore, and | added Bleached Bone to 
the mix to paint the highlights. The 
tattoos on the Truthsayer’s body were 
done by drawing my 
design in pencil on the 
model first. | painted 
over the pencil lines 
with Chaos Black and 
then down the centre of 
the black lines painted 
Ultramarines Blue. 


Again, | painted the embroidery on his 
tabard using a fine pencil to draw out 

the design before painting over it with 

Chaos Black. 


FINISHING TOUCHES 

The metal parts were painted with a 
basecoat mix of Tin Bitz and Shining 
Gold. The highlights were painted 
using Shining Gold, with Mithril Silver 
added to it for the final touches. The 
centre stone of his gold necklace | 
painted with a Red Gore basecoat 
painting the bottom section Blazing 
Orange moving up to Blood Red. The 
top part is painted Scab Red with a 
small dot of Skull White added to 
create the gemstone effect. 


amounts for successive highlights. As 
a final touch | highlighted the 
prominent sections with Skull White. 


FINISHING TOUCHES 

| sprayed a clear varnish coat onto the 
model and then painted gloss varnish 
on the head and rear sections of the 
Fenbeast to give it a wet appearance. 


| based both of the models by gluing 
sand to the base with PVA. This was 
then painted with Bestial Brown which 
| drybrushed with Bubonic Brown 
before giving it a final drybrush with 
Bleached Bone. | glued on some 
static grass and some chunks of rock 
cut out from pink insulating foam. | 
added spots of Dark Green Ink and 
Brown Ink to represent that this was 
an Albion themed base before giving 
them a gloss varnish. Finally, where 
the Fenbeast’s feet touched the base, 
| painted on gloss varnish to give it 
the appearance that it had just 
surfaced from the boggy moor. 
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The Knights of Tzeentch 


Adam Clark’s Tzeentch Chaos Warriors army 
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Adam had a great 
time at the year 2000 
Tournament. He 
&, particularly enjoyed 
2 me / 2 | Bugmans Bar, be only 
é 4 . , wishes the USA 


= 
tournament had one! 
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Adam: When I first thought of using a 
Chaos Warrior army, I envisaged an 
army consisting entirely of Tzeentch 
Knights. This proved impractical 
though, so in the end I also included 
two regiments of Chaos Warriors. My 
favourite conversion is my disc-riding 
Sorcerer; this model includes parts 
from a High Elf White Lion, an eagle 
head and a Genestealer! 


Kaldour, Adam's Chaos Hero 


Alberto is a member e ¢ 
of Team Italy which 

attended the 

Warhammer Grand 


Tournament 2000 in 


I force. Overall, Alberto Alberto Ruffini’s Bretonnian army 
finished in fourth position. 


Alberto: I decided to use a 
Bretonnian army in the tournament 
because their noble background 
appeals to me. This noble feel really 
comes across through the great 
miniatures and imagery in the Armies 
book. On the whole, I feel I did very 
well in the tournament, although my 
luck suffered massive swings (I rolled 
lots of 1s and 6s, the latter generally 
for Leadership tests). 


~~ 


Xs 2 we * K 
a “= PMc Fes 
oR ns g te WS 
¥/ ~~ ’ e) S / ~ 


a OS. et a we ee BO NL MY ae ee ak Se ot 2 a et Tees Ca a, Se ee clare.” odes, PR OU ee Es Sem ER ca Pee 8 a 


Alberto’s splendid converted General 
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TOURNAMENT ARMIES 


Blood for the Blood God 


Ronald Spitzer’s Kborne Chaos Warrior army 


Another successful 
member of Team USA, 
Ronald finished 
seventh in the 
Warhammer Grand 
Tournament 2000. 


Ronald collects this particular army 
because, he claims, he is Khorne! 
Apparently we can ask anyone he works 
with (okaaay — back towards the door, no 
sudden movements and don’t make eye 
contact — Paul Sawyer). His favourite 
conversions are his Chaos Spawn, which 
was originally a Flesh Hound, and his 
standard bearer made with love and care. 
And blood! On the whole, he had a great 
time, although he did have a bad 
experience with one opponent’s Squig 
Hoppers and Fanatics. 
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|A regiment of Khorne Bloodletters 


The campfires of the Old World have 
long played host to dark rumours of 
an Undead legion whose deadly 
swords can enslave their victims to 
eternal servitude. Anthony Reynolds 
tells of this Regiment of Renown, 
and their terrible, eternal curse. 


he dark legend of Richter Kreugar 

the Damned and his Cursed 
Company has been told for countless 
years across the Empire. A tragic tale 
of betrayal, greed and revenge, the 
details and truth behind the stories 
have long become hazy and unclear as 
the story has been told and retold for 
generations. 


The most common tales revolving 
around Richter Kreugar’s tragic curse 
tell of a young mercenary captain, 
proud, talented and ruthless. He hired 
out his services freely, uncaring who 
he fought for as long as the price was 
right. Centuries ago in the history of 
the Old World, Richter was said to 
have allied with a powerful 
Necromancer, aiding him in his 
diabolical campaign against the 
Empire, terrorising the heavily 
forested area around Wolfenburg. 


Within the leather-bound annals of the 
Historiata Imperiatus, it is said that 
the Empire army of Wolfenburg was 
suffering horrendous casualties in a 
war of attrition that they could not 
hope to win. 


THE CURSED COMPANY 


OF RICHTER KREUGAR THE DAMNED 


A tragic tale of betrayal, greed and revenge 


However, they struggled on regardless 
and began to wear down the 
Necromancer, taking the offensive and 
pushing him deeper into the forest, 
denying him the time needed to 
strengthen his Undead forces. 


Seeing the Necromancer faltering, 
Richter accepted the bribes of an 
Empire agent, the calculating young 
mercenary seeing a chance to make 
some easy money and be on the 
winning side. As the titanic battle 
hung in the balance, Richter played 
his hand, striking out at the foul 
Necromancer, who fell beneath his 
blade. However, with his dying breath 
the unholy sorcerer gasped a curse 
that was to be the eternal undoing of 
the enterprising sell-sword. 


Before his horrified eyes, Richter’s 
skin began to wither and within 
moments he collapsed to the ground, 
a lifeless pile of bones and armour. 
The day was won for the Empire 
forces, and the tale of Richter’s 
betrayal may well have been forgotten, 
had his death not been accompanied 
by a tragic twist. 


a 


Richter Kreugar leads the Cursed Company against a rampaging Orc & Goblin warband. 
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The very next night, Richter rose from 
the ground. He stared at the world 
with hollow eyes, and all he surveyed 
appeared in shades of grey. In anguish 
and despair, Richter saw his own 
skeletal limbs, and the full horror of 
the Necromancer’s incantation began 
to dawn on him. 


And so it is that Richter stalks the Old 
World and beyond. Hundreds of years 
since his death he is still seeking 
oblivion and peace, yet he is never 
able to achieve his final rest. 
Countless times he has been cut 
down, only to awake again the 
following night to his never-ending, 
hellish torment. A terrible element of 
the curse is evoked each time he slays 
an enemy, for his defeated foes rise 
immediately to serve him in undeath, 
slaves to his will. He travels the world, 
living out a tragic parody of his former 
mercenary career, fighting wherever 
he finds battle. His anger and despair 
momentarily lost in the bloodshed, he 
continues his doomed existence in the 
desperate hope that one time when 
his skeletal body is slain, he will 
finally know the relief of true death. 


. 
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Captain: Richter Kreugar the Damned 


Battle-cry: The battle-cry of Richter Kebugat has long 
been forgotten by the people of the Old World. The 
silence of the grave hangs over the Cursed Company as 
it traverses the land, marching to war accompanied only 
| by the sound of creaking ancient leather and the scrape 
' of rusted metal. 


| For Hire: Any Warhammer army other than Bretonnians, 
| Vampire Counts and Tomb Kings of Khemri may hire the 
Cursed Company, and the regiment counts as a Rare 
Troops choice. (Richter has an eternal hatred for those 

| who subjected him to his fate, and so will not fight for 
the Undead.) Dogs of War armies may choose the Cursed 
Company, in which case it counts as a Special choice. 


Points: Richter Kreugar and nine of the Cursed 
Company including a Standard Bearer and Musician cost 
a total of 305 points. This is the minimum size regiment 
you can hire. The size of the regiment may be increased 
at the cost of 10 points per model, =>! to a maximum 
unit size of 30. 
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Profile M ws BS S$ T WIA Id 
Richter Kreugar 4.5. 3 4 4. *. Ay et ed 
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Skeletons ee a Set 
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Weapons/Armour: Richter ee is armed vith 2 a 
shield, heavy armour, the Dark Gem of the Cursed and 
his unholy sword, Blight. The Skeletons of the ( Cursed $ 
Company are equipped with shields, light armour and — 
hand weapons, and the Standard Bearer carries the iar ify 
Banner of Malediction. (Note: Despite the armour 5 a Bri 
Company, it is assumed for the sake of simplicity th 
the models are equipped with light armour.) 
yes oe 


Armour Save: 5+ for the Cursed) Compa 


Blight is a darkly powerful blade, centuries old and 
suffused with unholy magic. f és 


Blight confers +1 Strength to all close ‘combat attacks — 
made by Richter. In addition, the weapon has the Killing 
Blow special rule (see page 112 of the Warhammer 
rulebook). os 


* 
Dark Gem of the Cursed Talisman 
The Dark Gem of the Cursed glows a biodeend shade 
that intensifies when a blow is directed towards 
Richter, protecting him from harm. 


4+ Ward save. 
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The Banner of Malediction Magic Standard 
The sinister banner of the Cursed Company has been 
carried for centuries by various enslaved warriors of 
Richter. It is a dark parody of his original, disgraced 
mercenary company banner. 

The Cursed Company suffers one less wound than they 
normally would when defeated in combat. As an 
example, if the Cursed Company loses a combat by 3, 
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‘THE REGIMENT 


appears on the individual models within the Cursed S, a 
deck 


3 begin to crumble to dust. At the end of the phase bag 


4+ for Richter Kreugar. ae s 
Es as use ce 

MAGIC ITEMS aN os 
Blight 5 "Magic Weapon : 


Company. The Victory points value of the unit is 


Hatred 
_ Richter Kreugar hates all other Undead. This applies to 
_ Richter only. 
Undead ~ 
_ The Cursed Company i is Undead, and as such the 
dolla rules apply to them: a 
oe et gat 
ia 5. 


_ Leadership test by. No saves of any kind are allowed 
_ against these wounds. 


they should lose three extra models, but because of the — 


Banner of Malediction, they lose only two models. 
| 
{ 
{ 
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“Join us in damnation... 

As part of Kreugar’s curse, any foe slain by him or one of 
his company are withered by dark magic, their flesh 
ageing as if decades had passed in the blink of an eye. 
The lifeless victim is instantly enslaved to the will of 
Richter, rising to accompany him in his eternal curse. 


If any model within the Cursed Company (including 
Kreugar himself) slays a model with only 1 wound on its 
starting profile, then one Skeleton is created in its place. 
Models created in this way are added to the Cursed 
Company, and are armed in the same manner as the 


unaffected. This rule counts only for models that are 
killed in close combat, and not for models killed in any 
other way (for example, running down fleeing troops). 


Independent 

The Cursed Company is a completely independently 
acting unit. Richter and the Cursed Company will never 
use the Leadership of the General, even if it is better 
than his own. Additionally, the Cursed Company cannot 
be joined by any characters. 


ae ie killed, the Cursed Company will nak 

- Richter i is killed, and at the beginning of each of their 
“turns thereafter, the Cursed Company must take a oo 2 
Leadership test. If the test is failed, the unit suffers a_ 
number of wounds equal to the number they failed the — 


Break Tests i ee ae 
The Cursed Company cannot be broken, If the Cursed 
Company i is beaten in combat, it suffers one extra 
wound for every point they lost the combat by, with no_ 
saves of any kind allowed (remember that with the 
Banner of Malediction, this number is reduced by one). 


Immune to Psychology we 
The Cursed Company is Immune to Pajclology: The only 
exception to this is that Richter Kreugar bates Undead. 
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Charge Reactions 
The Cursed Company can only react by holding their — 
ground. 


Marching 

The Cursed Company can march as long as Richter is 
still alive. If Richter dies, the Cursed Company cannot 
make march moves. 


Cause Fear 
The Cursed Company and Richter cause fear. 


— 


Their hair was matted into spikes, 
their eyes wild with the fury of battle. 
Nightmarish drumming filled the air, 
joined by harsh warhorns that blared 
their challenge. The Undead legion 
stood statue-still as the wild roar 
rising from hundreds of throats rolled 
over them. The ancient figure of 
Richter Kreugar stood unmoving at the 
head of the Undead legion, the empty 
sockets of his skull lit with a baleful, 
menacing glow as the marauders of 


he near-naked, savagely painted 
warriors hurtled over the frozen 
ground, huge weapons gripped tightly. 
| 

j 

Chaos charged. 
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The brutal weapons of the ferocious 
warriors carved through the Skeleton 
legion. Chips of bone filled the air as 
skulls and ribs were smashed with 
savage force before the Undead reacted. 
Richter stood unmoveable, swinging his 
ancient sword, Blight, as the marauders 
swept around him. Glowing with an 
unholy, red light, the dark weapon 
cleaved through one warrior, whose 
painted chest erupted in a shower of 
crimson blood. Reversing his swing, 
Richter sliced the magical blade in a 
vicious arc that severed the head from 
another. Even as the bodies fell to the 
ground, their skin began to wither, 
tightening over their skeleton frames. 
Hair fell from their heads and cyes 
rotted in their sockets. Screams died in 
throats that disintegrated into dust. 
Hardly a moment passed, and the first 
fallen marauder was rising again to its 
feet. flesh completely absent from its 
now skeletal body, followed in an 
instant by his headless companion. 
Hefting weapons in fleshless fingers, 
the newly risen Undead warriors turned 
on their former comrades. 
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———— 


Master Engineer Siegfrid stared in 
horrified fascination as the ranks of 
the Undead grew. The powerful charge 
of the foul Chaos raiders had faltered, 
stopped in its tracks by the relentless 
Skeletons. Fighting next to the 
Undead, the Halberdiers were faring 
badly, being pushed steadily backwards 
by the savage attack of the marauders. 
Raising his long-barrelled Hochland 
rifle, Siegfrid squinted through its 
crystal eyeglass. He sighted a 
daemonic-looking barbarian, covered 
with swirling blood-tattoos and 
screaming incoherently as he raced 
towards the battle. Pulling the trigger. 
Siegfrid was satisfied to see the figure 
fall, kicked from his feet as the lead 
bullet struck home. 


His gaze returning to the battle that 
raged on the plains below, Sicgfrid saw 
that the Undead ranks continued to 
swell as Richter hacked his way 
through the unarmoured, blood—hungry 
warriors. He had heard stories of the 
cursed Richter Kreugar - who in the 
Empire had not? - but he had never 
really believed them. Stories told 


to frighten children, fantasies 
exaggerated beyond any shred of truth, 
he had thought. And yet here he was, 
a nightmarish fairy tale brought to life. 
Brought to unlife, he corrected himself. 


KRKKKKRKKEKREEKERERERER 


The Ostermark scouts had spotted the 
raiders from the north, and Baron 
Duchenoff had decided that this was 
the best place to stand against them. 
While the Empire army were readying 
their defensive lines to face the 
approaching Chaos force, the Undead 
legion had emerged from the forest 
and panic spread. Turning to face this 
unexpected threat, the Ostermark 
Knights of Sigmar were readying 
themselves to charge when the Baron 
called for them to halt, for the 
Undead had appeared unconcerned with 
the humans before them. The figure 
leading them wore ancient and battle- 
worn Imperial styled armour. As the 
skeletal legion had marched into 
position alongside the Ostermark 
fornimacnd word had quickly spread 
through the ranks that this was the 
legendary Cursed Company of Richter 
Kreugar, damned in an age long past 
to stalk the world for all eternity: ; 


A deep rumbling sound echoed over g 


the battlefield, and Siegfrid turned to 


see a troop of hellish black-armoured 
knights appear over the hill ‘to the 
cast. Their midnight-black mounts _ oe 


+ 


Bet at and tossed their armoured 

~ heads, their hooves kicking up great 
clods of frozen earth. The Knights of 
Chaos thundered down the hill, and 
terror touched its cold hand to 
Siegfrid’s heart. At the head of the 
dark knights rode a figure that exuded 
raw power, a great double-headed axe 
held aloft in his mailed hand. Wisps 
of steam rose from the weapon into 
the cold air. 


The knights thundered into the side of 
the Cursed Company, smashing skulls 
and shattering bones with their 
immense axes and spiked maces, their 
fearsome steeds trampling others to 
dust beneath their black hooves. The 
lord roared a challenge, his voice 
echoing from within his enclosed 
helmet. His unholy red eyes matched 
those of his steed, burning deep within 
the darkness of his helm. 


Richter casually chopped down on the 


_ shoulder of a Marauder, blood spraying 


before the flesh withered from the 


_ savages body. He turned to face the 


challenge of the Knight of Chaos, his 


cursed minions opening a corridor 


between the two powerful beings. 


The hellish steed of Chaos stamped 

its hooves impatiently as Richter made 
his way towards the towering a atmoured 
figure. ‘Without delay, 1 the Lord struck 
downwards with a mighty swing of his 


: | steaming, double-headed axe, The blow 
tapi ea. was met with Richter's blade and there 


was Sa crackling sound that Siegfrid 
“could hear, despite the distance, as 
_ the dark energies of the two 
sorcerous weapons met. A 
series of deadly blows 
rained down on the 
Undead warrior, and dark 
hooves flashed towards him. 
The Champion of the Dark Gods 
feinted a strike to the left, turning his 
axe in mid-air and striking a sweeping 
blow towards the right side of 
Kreugar's skull. The ruby-red 
gemstone hanging around the skeletal 
neck of the Undead figure glowed 
brightly for an instant, and the axe 
rebounded scant inches from its target 
as if it had hit a stone wall. 


cite Knight of Chaos reeled backwards 


off balance at the unexpected resistance. 
Kreugar stepped in close to the 


chaotic steed, sweeping his weapon 
towards the dark beast as it reared 
above him. His sword slashed across 
the creature's chest, and it screamed in 
torment, midnight skin shrinking back 
to bare pale bone. Muscles and flesh 
withered from the beast’s body, and it 
toppled to the ground, leaving a pile 
of bones and dark barding. The 
champion of Chaos staggered to his 
feet, raising his axe defensively before 
him as Blight swept towards his face. 
The first blow knocked the axe to the 
side, the knight still struggling to 
regain his feet. The second blow arced 
down onto the black armoured helmet. 
With a sickening sound, the helmet 
was cleaved in two. In an instant, the 
visible pale flesh withered away to 
nothing, leaving only an empty skull 
and a suit of lifeless black armour 
where the mighty champion stood 
scant moments before. A spark of 
awareness shone briefly in the hollow 
eyes of Richter; the deep yearning pain 
of a soul trapped for all eternity. 


KKKKKKKKKKERREREREREER 


Siegfrid stood at the edge of the trees 
overlooking the carnage that was the 
aftermath of battle. The field was 
strewn with countless bodies, and the 
sinister black shapes of crows were 


already fighting over the pickings. The 


Chaos raiders had fled back towards 


their frozen wastes. He raised his ie 


telescopic eyeglass to watch ‘the Jast 
ranks of the skeletal Cursed Company 
disappear into the trees. The regiment 
had stood motionless for hours after 
the battle had concluded, until on an 
unspoken signal the regiment, Jarger 
now than it had been. at ‘the start of 
the battle, turned towards ‘the south. It 


was a strangely sedated mood Siegfrid 


found when he returned to the 
Ostermark camp. The Empire had won 
a great victory, and yet they did not 
celebrate. Siegfrid found himself 
thinking of Richter Kreugar, the 
cursed one. No word had been spoken 
amongst the Empire ranks of the 
mysterious, terrifying Undead warrior. 
It was an unspoken fact that the day 
would certainly have been lost had it 
not been for the timely arrival of 


Kreugar’s Cursed Company. 


47 


Welcome, fellow engineers! The hour of our greatest triu 
returned from Altdorf, bringing with me news of the most p 


mighty Steam Tank. 


One notable exception from the new 
Empire army book was the Steam T: ank. 
Despite all the concerns of players 
wanting to field their beloved engines 
we always had a plan for this metal 
behemoth. The Steam Tank is the 
second in a range of extra models that 
will be released exclusively through 
White Dwarf. There are more to come 
in the future so make sure you don’t 
miss an issue! 


Writing the rules for the new Steam 
Tank has been really quite difficult. The 
model is absolutely monstrous, huge! 
And it’s so weird and different from 
anything else I have written rules for. 


THE STEAM TANK RETURNS 


he Steam Tank Returns! 


By Alessio Cavatore 


Well, such a great model certainly was 
screaming for special rules. It would 
have been a bit dull to simply make it 
into a very tough chariot and so I’ve 
embarked on this crusade to achieve 
something special and unique without 
going too wacky. 


I have to admit that I wanted to make 
the Tank powerful; in my opinion it 
deserved to be something the enemy 
pays attention to. The risk, of course, 
was to make it too powerful and 
indestructible, therefore ruining game 
balance. 


mph is bere, for I, Alessio Cavatore have 
owerful of the Empire’s war engines, the 


The machine you are going to read 
about is the result of much hard work 
and play here at the Studio. 


I’m confident that Empire players will 
like the Steam Tank, but I hope that : 
their opponents will agree that it is 
about right for its points cost and that 
there are ways to neutralise it. Sure the 
Tank is scary, but it can be dealt with 
and it’s very good against certain kinds 
of armies and not too brilliant against 
others. 


But what are you waiting for? Delve in 
and have fun! 


BUILDING UP 
STEAM POINTS 


“: the start of each of his turns, before 
doing anything else, the controlling 
player must declare how many Steam 
Points (SP) his Steam Tank is trying to 
suild up (ie, how much pressure he’s 
going to create in the boiler). You can 
declare anything between 0 and 5 SP. 


Boll a dice for each Steam Point you 
ae building up and total up the results 
» the dice rolled. If the total is equal 
» or less than the Steam Tank’s 
current Hull Points, all is fine and you 
generate the SP you wanted. If you roll 
above the current Hull Points, the SP 
ace generated but something has gone 
wrong and you have to roll a dice on 
the Malfunction chart and apply any 
eesult immediately. 


«is a good idea to place a dice on top 
« near the Tank to record how many 
S$? it has available. As you use them 
‘sroughout the turn, deduct the 
sumber of SP available by turning the 
“see so that it shows the SP remaining. 


MALFUNCTION CHART 


Dice Roll Damage SP 


None +1 
4-5 -D6 Hull Pts -1 | 
2-3 -2D6 Hull Pts -2 


-4D6 Hull Pts -4 


USING STEAM POINTS 


Sseam Points can be used during the 
“Movement phase to move the Tank or 
uring the Shooting phase to fire the 
Tank’s gun (or guns!). All unused SP 
are lost at the end of the turn in which 
they are generated, so use them all if 
you can! 


Each action has a cost in Steam Points, 
2s shown on the chart below: 


Move forward (up to 3") 1 
Move backward (up to 2") 1 
Pivot on the spot (up to 90°) 1 
Grinding (once per turn) 1 
Fire hull weapon (once per turn) 2 
Fire turret weapon (once per turn) 1 


Action SP. 


MOVING THE 
STEAM TANK 


For each SP used ‘moving forward’ the 
Sseam Tank can move 3" straight 
ahead. For each SP used ‘pivoting’, the 
Sceam Tank can rotate on its centre up 
© 90° left or right. The Steam Tank 
can also move 2" straight back for each 
SP spent ‘moving backward’. You can 
Seely decide how to spend your SP, 


RARE UNIT 


| EMPIRE CONQUEROR STEAM TANK ........... 300 points 
Profile M WS BS_ 5S T W I A Id 
Steam Tank = 1 4 6 - - 0 oO 10 


| 
_ Note that you may only include one Empire Steam Tank for every full 


2,000 points in your army. 


Equipment: The Conqueror version of the Steam Tank mounts a main 
| cannon in the hull and a steam gun in the turret. It has 25 Hull Points. The 
Tank commander is armed with a repeater pistol. 


Special Rules: Steam Tanks are Large Targets, Unbreakable and cause terror. 
Steam Tanks have a Unit Strength of 10. Steam Tanks count as neither chariots 
nor war machines and are therefore not deployed at the same time as the 


| army’s war machines. 


mixing forward and backward 
movement and pivots however you 
like, as long as you have enough SP 
left. Remember though to save some SP 
for the Shooting phase if you want to 
fire any of the Steam Tank’s guns. 


All kinds of difficult terrain count as 
being impassable for the Steam Tank. 
On the other hand, Steam Tanks get to 
move through obstacles as if they 
weren't there (low walls, fences and 
hedges are no obstacle to the 
armoured might of the Empire!). In 
addition, after the Tank has moved 
through the obstacle, remove it from 
the table or, in the case of a very long 
obstacle (more than 6"), consider that a 
breach has been opened in it, wide 
enough for a unit (up to 6" wide) to 
move through. 


SHOOTING 


Once per turn, the Steam Tank can fire 
its hull-mounted weapon against 
targets in its 45° frontal arc (see 
diagram 1). This costs 2 SP and can be 
done even if the Tank has moved, as 
long as there are enough SP left. 


Once per turn, the Steam Tank can also 
fire its turret-mounted weapon against 
targets all around. This costs 1 SP and 
can be done even if the Tank has 
moved, as long as there is 1 SP left. 


Rotate the turret so that its gun is 
pointing towards the intended target. 
This is important if you are firing a gun 
that makes use of the Flame template, 
because it will determine the point 
where the template is positioned. If the 
turret is glued in place, just measure 
the distance of the barrel away from 
the turret in the intended direction and 
place the template there (basically, 
imagine that the turret has turned 
towards the target). The Steam Tank 
can fire both guns in the same turn, as 
long as there are enough SP left. 


The Steam Tank can fire its hull- 
mounted gun and turret gun even 
when engaged in close combat. It can 
even fire them against the units 
engaged in combat with the Tank, 
provided that there are no chances of 
hitting friendly models, or enemy 
models that are in base contact with 
friendly models other than the Tank. 


Remember that the Tank is a large 
target, so it can see over enemy troops 
and target enemies far away even when 
it is engaged in close combat. 


If the Steam Tank is not engaged in 
close combat, the Tank commander can 
pop up from his hatch and fire his 
repeater pistol at the enemy (he has a 
360° arc of sight and can see over 
intervening troops). When the Tank is 
in close combat the commander will 
not risk coming out and therefore 
cannot shoot, but he is allowed to 
stand & shoot with his pistol when 
charged. This is the only kind of charge 
reaction allowed to the Steam Tank 
other than holding its ground. 


| 
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CHARGING 


The Steam Tank commander can see 
all around and over friendly troops, so 
he can declare a charge against any 
enemy unit in sight within a 360° arc 
at the beginning of its move. A charge 
is a move towards the intended target, 
and the Tank must charge the side of 
the enemy it mostly starts the charge 
in (see the normal rules for charges on 
page 46 of the Warhammer rulebook). 
The Tank can charge by pivoting on 
the spot or even by reversing into an 
enemy unit if needed. Before moving 
towards its intended target, the Tank 
can pivot on the spot to line up with 
the target and can even move 


= 


5 rae = 
THE STEAM TANK RETURNS 


backward before surging forward for 
the charge to gain more momentum 

and deal more damage (see diagrams 
2a, b and c). 


Eg, the Tank charges a unit 2" away on 
its left flank. It spends one SP to turn 

towards it, one SP to move backwards 
and then two SPs to charge 4' forward. 


The Tank causes D3 impact hits (in the 
same way as for a chariot), plus D3 for 
each full 3" moved straight towards its 

intended target during its charge move. 


The Steam Tank can freely move out of 
close combat. It can do this in order to 
charge another unit or even the very 


same unit it was engaged with (a classic 
being spending 3 SP to move 
backwards 6" and then charging 6" 
forwards with the 2 remaining SP!). 


A Steam Tank already engaged in 
combat from a previous turn can also 
declare that its only movement in that 
turn will be to make a Grind action 
against one of the units it’s in contact 
with. This costs one Steam Point. The 
‘Tank is not moved but the nominated 
enemy unit suffers D3 impact hits as 
normal. This simulates the Tank 
moving around inside the unit, 
squashing enemies as it does so. Note 
you can only spend 1 Steam Point to 
Grind and that you cannot execute any 


ether movement in the turn you Grind. 
yther Steam Points can be spent 
sormally in that turn’s Shooting phase. 


Enemies who are lapping round a 
Seeam Tank that moves out of combat 
ee Grinds any unit are immediately 
moved back into their ranks. 


© the Tank has declared a charge and 
then fails to reach its intended target, it 
must still move its entire movement 
s»wards the intended target. Its 
movement is not halved. 


‘Normally a charging unit is aligned to 
the charged enemy after it has made 
contact, however the Steam Tank does 
oot line up to the unit it has charged 
see Diagrams 3a, b and c). 


nits of skirmishers and characters 
with a Unit Strength of 1 or 2 cannot 
se charged by the Steam Tank, as they 
smply step out of the way of such a 
wmbering machine. If the Tank moves 
rough one such unit/character, move 
*e models aside the minimum 
“stance necessary to let the Tank 
rough. A unit of skirmishers that is 
split in two parts as a result of this 
sust go back in a legal formation in its 
ext Movement phase. 


DAMAGING 
THE STEAM TANK 


« Steam Tank starts the game with a 
esamber of Hull Points. When its Hull 
peints are brought down to 0, the 
Tank has been knocked out and counts 
* a casualty. The model is removed 
om the table and the enemy scores 
2m amount of Victory points equal to 
®s full points value. If at the end of the 
exme the Tank has less than half of its 
emginal Hull Points, the enemy scores 
2 amount of Victory points equal to 
salf of its points value. 


SHOOTING AGAINST 
THE STEAM TANK 


When shooting at the Tank, roll to hit 
normally (the Steam Tank is a Large 
Target), then determine if you have hit 
a ‘Soft’ part (the boiler, an open 
hatch...) or a ‘Hard’ part (armour 
plating). 


To do this, roll a dice for each hit on 
the following table: 


Hard hit Soft hit 


Location 
Front 1-5 6 
Flank 1-4 5-6 


Rear 1-2 3-6 


The Steam Tank has a front, flanks and 
rear as shown on Diagram 4. 


Note: The top of the Steam Tank is 
considerably less armoured, so all 
attacks, including magical attacks, that 
hit from above will automatically hit 
Soft. If the central hole of a template 
weapon is entirely on the Tank it will 
also automatically hit Soft. Otherwise, 
they will cause a normal hit that has to 
be rolled on the Location table. The 
direction of the hit is the facing closest 
to the centre of the template. 


Determine the damage (ie, Hull Points 
loss) caused by the hit by adding the 
following set of factors: 


* the score of a D6 
* the Strength of the hit 


* the result of the dice for any 
multiple wounds it causes (if the 
attack does not cause multiple 
wounds, nothing is added) 


* If you have hit Soft, subtract 8 from 
the total you obtained. 


* If you have hit Hard, subtract 10 
from the total you obtained. 


That is: 
Soft hit damage = D6 + S + *-8 
Hard hit damage = D6 + S + *-10 


Eg: An arrow shot by a bow hits Soft. It 
will cause D6 + 3 + 0-8 points of 
damage (the 0 is because the arrow 
does not cause multiple wounds). You 
will need to roll a 6 to score a single 
point of damage on the Tank. 


A cannon ball shot by a Great Cannon 
hits Hard and causes D6 + 10 + D6 - 


10 points of damage. It can cause from 


2 to 12 points of damage on the Tank. 


Note that Steam Tanks are immune to 
the effects of poison, so treat poisoned 
attacks as normal attacks. 


MAGIC AGAINST 
THE STEAM TANK 


The Steam Tank’s huge metal mass is 
enough to scramble and block most 
magical energies. However, less subtle 
spells, those that deal physical attacks 
to their target, have a chance of 
inflicting damage to it. 


No spells, friend’s or enemy’s, have any 
effect against the Steam Tank, except 
those that cause hits with a known 
Strength (all magic missiles and a few 
others such as the Comet of Casandora 
or the Foot of Gork). These spells are 
treated as normal shooting, with the 
ones hitting from above automatically 
hitting Soft, like stone throwers. Spells 
that deliver a hit with a known Strength 
and have a secondary effect as well 
(such as the Pit of Shades) work 
partially on the Tank. Apply only the 
hits caused and disregard the 
secondary effects. 


SPECIAL ATTACKS 
AGAINST THE 
STEAM TANK 


Attacks that hit automatically must still 
roll to determine if they hit Soft or 
Hard. Hits that wound automatically 
must still roll to damage the Tank as 
normal using the Strength of the 
creature delivering the hits. 


For example, let’s consider the ‘Thump 
with club’ attack of a Giant. The attack 
hits automatically (the Tank failing its 
Initiative test automatically), but the 
Giant still has to roll to see if it hits Soft 
or Hard. Let’s imagine it hits Soft. The 
Giant’s club will therefore cause: 

D6 + 6 (his Strength) + 2D6 (the 
multiple wounds it causes) — 8 points 
of structural damage against the Tank. 
An ’Eadbutt attack (one automatic 
wound) hitting Hard on the other hand 
would cause D6 + 6 - 10 points of 
structural damage. No secondary 
effects, such as the ’Eadbutt’s stunning, 
apply against the Tank. 
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CLOSE COMBAT AGAINST 
THE STEAM TANK 


In close combat, enemies have the 
chance to concentrate their attacks on 
vulnerable parts of the Tank. The 
Steam Tank is considered to have a 
Weapon Skill of 1. All enemy models 
that are in base contact with the Steam 
Tank, or would be in contact by 
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projecting their bases forward as shown 
on Diagram 5, can roll to hit against the 
Tank as normal. Remember to deduct 
the attacks of the models that have 
been killed by its impact hits if the 
Tank has charged in. If the enemies roll 
a hit, they hit Soft. If they miss, they hit 
Hard instead. Work out the damage 
they cause as per shooting hits. 


Combat resolution is worked out as 
normal, counting each point of damage 
caused on the Steam Tank as a wound. 


If the Tank loses the combat, enemies 
can lap around it as normal. Steam 
Tanks cannot make pursue moves, nor 
can they capture banners. 


CHARACTERISTIC TESTS 
AND THE STEAM TANK 


The Steam Tank automatically passes 
all characteristic tests it has to take, 
with the exception of Initiative tests, 
which it always fails (not being too 
good at dodging). 


IMPACT HITS AGAINST 
THE STEAM TANK 


Impact hits against the Steam Tank are 
randomised using the Shooting chart. 
Models causing impact hits against the 
Steam Tank suffer D6 S6 hits 
themselves. 


NIGHT GOBLIN FANATICS 
AGAINST THE 
STEAM TANK 


The Steam Tank does not stop moving 
when Fanatics are released. Move the 
Fanatics and then finish the Tank’s 
movement as normal. If the Fanatics 
and the Tank come into contact, 
resolve the hits against the Tank as per 
shooting hits and then remove the 
Fanatic (Squash!). 
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The Steam Tank Tinker Chart 


The Conqueror version of the Steam 
Tank mounts a main cannon in the 
hull and a steam gun turret (for a cost 
of 300 points and a total of 25 Hull 
Points), but many other variants are 
possible. The chart below offers the 
opportunity to mix different options to 
create various variants. 


You start by buying the basic version, 
which is the ‘ram’ version, and then 
add one hull upgrade and/or one 
turret upgrade to your Tank. Each 
upgrade has a points cost and affects 
the amount of Hull Points the Tank 
has. 


Steam Tank Pts cost 


Basic (NO weapons) 250 29 
Hull upgrades Pts cost Hull Pts 
Main Cannon 25 —2 
Volley Gun +50 —2 
Mortar (no turret) -50 -10 


Turret upgrades Pts cost —_ Hull Pts 


Steam Gun +2 -2 
Fighting Platform +120 0 


STEAM GUN (TURRET) 


This gun releases a cloud of steam on 
the enemy, searing flesh and boiling 
warriors alive in their suits of armour. 
The steam gun uses the Flame 
template and has the following profile: 


Range Strength Damage Saves 
Template 5 1 oe) 


MAIN CANNON (HULL) 


This works as a normal cannon, with 
the following exceptions: 
Strength Damage Saves 
16" 8 D3 
if you roll a Misfire on the first Artillery 
dice, the cannon does not fire and you 
must roll on the Steam Tank 
Malfunction chart. Apply any result 
immediately. In addition to the effects 
listed, if you roll a 1 on the chart the 
cannon is destroyed, and if you roll a 
2-3 on the chart, the cannon cannot 
shoot in the following turn. 


The Steam Tank’s main guns cannot 
fire grapeshot, but any enemy unit in 
base contact with the front of the 
steam Tank when the main cannon is 
fired (ie, standing in front of the 
muzzle!) suffers D6 Strength 3 hits 
with a -3 armour save modifier from 
the overheated steam released. 


Hull Pts 


no save 


ENGINEERS’ FIGHTING PLATFORM (TURRET) 
Profile M WS BS S T W I A ld | 
Trainee Engineer 4 3 4 3 3 1 3 1 vi 


Equipment: Light armour and hand weapon 


The platform has six Trainee Engineers fighting on it. In addition, the 
Engineers are equipped with a series of different experimental weapons: 


* A Hochland long rifle (see page 19 of the Empire book). 
* A repeater handgun (see page 19 of the Empire book). 
¢ A blunderbuss (move or fire, Flame template, $3, armour piercing). 
* A hook halberd (requires two hands, +1 Strength, +2 Strength against 
cavalry models). 
¢ Aman catcher (requires two hands, confers the Killing Blow ability to the 
wielder). 
* A ball and chain (requires two hands, +3 Strength on the first turn of any 
combat). 
Special Rules: The Engineers ride in the Steam Tank in the same way as a 
character would ride in a chariot. Follow the rules on page 127 for Characters 
in Chariots, summarised below: 


* The Engineers have a +2 bonus to their armour save, giving them a 4+ 
armour save. 

* When shooting at the Tank, roll a dice for each successful hit: a 6 hits the 
Engineers, otherwise continue with the normal procedure for a hit against 
the Steam Tank. 

* In close combat the enemy can choose to attack either the Engineers or 
the Tank. 

The Engineers can fight normally against enemies in base contact with the 
Tank’s front and flanks, but they cannot fight against enemies at the Tank’s 
rear. Engineers armed with missile weapons must use their hand weapons 
when in base contact with the enemy, they cannot shoot in close combat. As 
long as the Steam Tank is operative, they count as Unbreakable, but if the | 
Tank is destroyed, they scatter and flee (remove them). They always count as | 
stationary and can therefore fire move-or-fire weapons even if the Tank has 
moved. Every time an Engineer is killed, the Empire player decides which one 

to remove as a casualty. 


If you roll a Misfire on the Artillery 


VOLLEY GUN (HULL) 


This works as a normal volley gun (see 
page 15 of the Empire book), with the 
following exceptions. 


Hits from the gun are: 
Strength 3, -1 save at long range; 
Strength 4, -2 save at short range. 


If you roll a Misfire on any Artillery 
dice, roll a dice on the Helblaster 
Misfire chart and one dice on the 
Steam Tank Malfunction chart. Apply 
all results immediately. Note that if you 
get a ‘Destroyed!’ result on the 
Helblaster chart, it applies only to the 
gun itself, not to the entire Tank. 


MORTAR (HULL) 


This works as a normal mortar (see 
page 13 of the Empire book), except 
that the Steam Tank’s Mortar has a 
range of 6"-24". 


dice, the mortar does not fire and you 
must roll on the Steam Tank 
Malfunction chart. Apply all results 
immediately. In addition to the effects 
listed, if you roll a 1 on the chart the 
mortar is destroyed and if you roll a 
2-3 on the chart the mortar cannot 
shoot in the following turn. 


In addition, the Tank is equipped with 
two swivel guns. When the Tank is not 
engaged in close combat, the crew can 
decide not to fire the mortar and fire 
the two swivel guns instead (this does 
not cost any Steam Points). Treat the 
guns as handguns with a Strength of 6 
that always count as stationary, even if 
the Tank has moved. They can be fired 
at targets in the Tank’s flank and front 
arcs. Remember that the crew has a 
Ballistic Skill of 4. 
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Leperial scribe athony Reynolds reports 
on the Cid Wonders at the Cayire - 


the Se. Tanks 


: * he Steam Tank is a monstrous 
| armoured creation, belching 
smoke as it powers towards the 

enemy, cannon-fire echoing from within 
its thick, steel hull. The advance of this 
near unstoppable behemoth is terrifying 
to behold, as arrows ricochet harmlessly 
off its armoured sides and weapons barely 
scratch its surface as it crushes its 
enemies beneath its armoured bulk. 


The Steam Tank is powered by a large 
pressurised boiler that siphons super- 
heated steam through a series of pipes 
and pistons. With an intricate system of 
levers, the engineer commander directs 
this steam towards the area where he 
needs the power, drawing it away from 
other areas. For instance, he can direct the 
steam towards the pistons that drive the 
wheel mechanisms and send the tank 
forwards, hissing and whistling. 
Alternatively he can feed the steam 
towards the tank’s steam powered 
weapons systems. However, there is a 
limited amount of steam power for the 
commander to work with, for he must be 
careful not to build too much pressure 
within the boiler, and so must be 
economical with its use. It is a delicate, if 
somewhat unpredictable, art to judge how 
much pressure the Steam Tank’s boiler 
can hold. The more pressure that builds, 
the faster the land-ship can travel, and the 
more options the engineer has at his 
disposal. However, if too much pressure 
builds, then the boiler may rupture with 
catastrophic effects. 


In the first Steam Tanks, the engineer had 
to gauge how much pressure had built 
within the boiler by the intensity of the 
whistling sounds and the amount of steam 
that escaped from imperfectly sealed 
piping around the boiler. The twelve 
original Steam Tanks built by Leonardo 
de Miragliano, of which eight still survive 
in some form or other, suffered frequent 
mishaps and malfunctions, and the great 
inventor himself was almost always seen 
sporting bandages covering various scalds 
and burns. In recent times, the Imperial 
Engineers of Altdorf have devised a series 
of gauges and whistles that show the 
pressure within the boiler, although they 
are still somewhat inaccurate, and much 


56 STEAM TANK 


relies on the experience and instinct of 
the individual engineer commander. 


The eight remaining Steam Tanks have all 
been severely damaged at different points 
in time, but the basic chassis of the Steam 
Tank is extremely survivable and each of 
them has been recovered and rebuilt, 
often numerous times. The Masters of the 
Imperial School of Engineers constantly 
design new experimental weapons 
systems with which to outfit the 
remaining Steam Tanks, many of which 
are never put into practice, often wisely. 
Each time a Steam Tank is rebuilt, the 
engineers seek to improve on the original 
design, fitting it with new experimental 
weaponry and refining the control of the 
boiler. 


The most common weapons fitting for the 
Steam Tank is the unusual steam powered 
battle-cannon, which was fitted on one of 
the early machines, the Conqueror. This 
cannon is by necessity smaller than the 
standard great cannons often fielded by 
armies of the Empire, although its 
manoeuvrability and survivability make 
up for this. This was the closest design to 
Leonardo’s original plan, although an 
additional turret-mounted steam gun has 
become almost standard. This innovative 
weapon bleeds off steam from the boiler 
and releases it in an explosive outburst, 
dousing enemies in close proximity with 
superheated steam and vapour. 


The Steam Tank known as Old Reliable 
incorporates a modified steam powered 
version of the highly successful but 
notoriously unpredictable helblaster 
volley gun, replacing the standard steam 
powered battle-cannon. This has proved 
to be devastating, often as much to the 
engineer himself as to the enemy, and is 
particularly effective against well- 
armoured enemies. Some of the older 
members of the School of Engineering 
oppose mounting the steam-powered 
volley gun on a Steam Tank, for they see 
it as too great a risk. However, these fears 
are generally outweighed, for the 
destructive potential of the weapon is 
formidable. As with helblasters generally, 
the steam-powered versions have proven 
themselves to be highly unstable and 
unpredictable, but terribly effective when 


they work as desired. A manoeuvrable 
and superbly armoured volley gun is truly 
a deadly piece of equipment. 


Other Steam Tank innovations have 
included the Jmplacable, a Steam Tank 
mounting an explosive shell-lobbing 
mortar. As a mobile and highly survivable 
artillery piece, the Jmplacable has proved 
successful and reliable. The pair of 
Engineer gunners that have worked on the 
Implacable since it was modified to hold 
the mortar have become particularly adept 
at aiming the war-machine while on the 
move. The Jmplacable has become 
particularly feared by the Orc tribes of the 
Black Mountains, who regard it as some 
kind of immortal deity of the Empire. 


Another of the weapon variations is the 
Sigmar s Hammer, a Steam Tank that has 
had all weapons stripped from its hull, 
and has had its prow reinforced for 
ramming. This was at first a necessary 
innovation. The Steam Tank was involved 
in an ongoing conflict to the north of the 
Empire, where ammunition was short, 
and so the weapons were temporarily 
removed from its hull. The design proved 
highly effective, powering across the ice 
covered tundra and scattering raiding 
Marauders. This simple design worked so 
well in this northern campaign that the 
Engineers responsible for stripping the 
Sigmar s Hammer did not re-fix it’s 
weapons systems upon its return to the 
Empire. 


The most unusual design variation comes 
in the form of the Steam Tank known as 
the Von Zeppel, named after its famed 
creator. This land-ship mounts a raised 
fighting platform on its hull, from where 
a fighting crew of young engineers can be 
conveyed into battle wielding a myriad 
array of experimental weaponry, 
including modified versions of repeater 
handguns and the renowned Hochland 
long rifle. Chief Engineer von Zeppel 
pioneered this creation, designing its 
predecessor, the War Wagon, by hauling a 
raised fighting platform into battle, pulled 
by armoured war-horses. It was a natural 
progression for von Zeppel to adapt his 
original design to be mounted atop the 
Steam Tank. 


THE MAN BEHIND 
THE MACHINE 


2 infamous Steam Tank was invented by 
2 inspired (some would say crazed) 
nardo de Miragliano. He was a 
antly talented man whose mind was 
er at rest. It is said that he was never 
thout his sketchbook, and he was ever 
ibbling his mad ideas and inventions 
thin its leather-bound pages. The Steam 
snk was his highest recognised 
rievement, an inspired design that has 
=ver since been recreated. Leonardo was 
emarkable pioneer in the area of 
=chnological advancement, and it was he 
t founded the Imperial Engineering 
School in Altdorf, and was its first Chief 
zineer. Talented, forward thinking 
ang men flocked from miles around to 
n awe through Leonardo’s famed 
stures. Many saw his work as frivolous 
i even dangerous, but it was quickly 
slised that his inventions could be 
messed to benefit the Empire, 
rengthening its armies, and thus his 
-/ents were encouraged. 


It is said that Leonardo was astounded and 
fascinated when he witnessed one of 

the creations of the Dwarfs, an ocean 
going steam vessel made of solid metal. 
He filled countless sketchbooks with 
intricate drawings and writings that 
revolved around the arcane machine, and 
his thoughts on how he could recreate such 
a wonder. His early attempts were 
disastrous affairs. On his second attempted 
launch of the aptly named steam-powered 
boat Anchor of Solidity, he barely escaped 
with his life as it sank beneath the sea 
within minutes, steam hissing and spitting 
violently. The half-drowned Leonardo lost 
none of his ambition or passion, however, 
and, after transferring his ideas onto land, 
the steam tank was born. 


Although it has been attempted countless 
times, no engineer has thus far succeeded 


> 


in recreating a Steam Tank from scratch. 
Leonardo mysteriously disappeared, his 
work left unfinished, and his sketches and 
designs lost with him. ‘Original’ designs 
surface from time to time, although these 
are usually proved to be fakes. Rumours 
abound over the fate of the brilliant 
inventor, many obviously false, often 
ludicrously so. Some say that he at last 
created a successful design for a 
submersible travelling vessel and that he 
disappeared below the sea, intent on 
exploring lost underwater realms. Other 
more realistic views say that he was killed 
for political reasons, either by an enemy of 
the Empire or by one of his many 
conservative protractors within the 
Empire, who denounced him constantly 
and feared the change that his inventions 
heralded. 


Here are exhibited some of 
the variants of one of the 
most remarkable and 
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Von Zeppel 
Painted by Tammy Haye 
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Sigmar’s Hammer 
Painted by Tim Adcock 


Old Reliable 
Painted by Mark Jones 


Implacable 
by oy ; 
= Painted by Darren Latham 


THE GRAND THEOGONIST 


GRAND THEOGONIST 
VOLKMAR THE GRIM 


n the reign of Karl Franz, the Grand Theogonist is Volkmar the Grim. 

Volkmar is now an old, zealous preacher, devoted to the destruction of 
Chaos, but just a few years ago he was also a mighty warrior, not afraid to 
face the peril of battle. When the Theogonist accompanied the Empire army 
into battle he rode on the War Altar of Sigmar, a huge chariot which carries 
the sacred altar surmounted by a huge statue of a Griffon. The Griffon statue 
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GRAND THEOGONIST 


M WS BS S T W I A Id 


Volkmar 4 5 3 4 4 3 4 3 9 
War Altar - - - 5 65 - = = 


Warhorse 8 3 0 Ss 3 tl 3 2 5 


An Empire army may include the Grand Theogonist of 
Sigmar, the high priest of the Cult of Sigmar and one of 
the most powerful leaders in the whole Empire. If you 
choose to take the Grand Theogonist then he counts as 
a Lord and a Hero choice. 


Points: 435 


Weapons: The Grand Theogonist carries no weapons or 
armour, but has three magic items. The War Altar is a 
chariot and the rules described in the Warhammer 
rulebook for chariots apply, with the exception that, 
thanks to Sigmar’s divine protection, hits with a Strength 
of 7 or more cannot destroy it\ automatically (roll to 
wound and damage as normal). The War Altar is pulled 
by two barded Warhorses. 


Armour: 4+ armour save. 


SPECIAL RULES 

Warrior Priest: All the rules that normally apply to an 
Empire Warrior Priest also apply to the Theogonist (see 
page 16 of the Empire Book), with the exception that his 
Prayers of Sigmar have a Power Level of 4. 


The War Altar: The War Altar exudes raw power which 
banishes all thought of fear or panic. So long as the War 
Altar is on the table and not fleeing, the Grand 
Theogonist and any Empire unit within 12" are Immune 
to Psychology, except that they will bate all Chaos, 
Undead and Skaven (as per the Righteous Fury special 
rule on page 16 of the Empire book). 


MAGIC ITEMS 

The Jade Griffon: This is a huge piece of carved jade 
that hangs upon the Grand Theogonist’s chest. It draws 
magical power from the War Altar and glows with a green 
inner light. If the Grand Theogonist suffers harm the 
Jade Griffon uses the power of the War Altar to instantly 
heal him. Unless the Grand Theogonist is killed outright, 


y was fashioned on the orders of Magnus the Pious after his accession, and is 
the emblem of his dynasty. 


the Jade Griffon will enable him to sustain wounds which 
would kill an ordinary man. The effect of the Jade Griffon 
is worked out at the end of each Movement, Shooting and 
Close Combat phase. If the Grand Theogonist has 
suffered any wounds but has not been killed then all his 
wounds are instantly healed. If the Theogonist is killed 
outright during magic, shooting, hand-to-hand fighting, 
or at any other time, the Jade Griffon is powerless to save 
him. This means that in order to slay the Theogonist, the 
enemy must inflict the full 3 wounds on him before the 
end of the next Magic, Shooting or Close Combat phase. 


The Staff of Command: The Staff of Command is the 
Grand Theogonist's badge of office, drawing power from 
the War Altar and passing it into the Grand Theogonist to 
give him incredible strength. The Grand Theogonist may 
add +2 to his Strength. If the War Altar is destroyed then 
the Staff of Command is useless and all bonuses are lost. 


The Horn of. Sigismund: The Emperor Sigismund was 
given this huge enchanted horn by the Dwarfs after the 
Battle of Grimgrill Dale. After the death of Sigismund 
during the Siege of Altdorf, the horn passed into the 
keeping of the Temple of Sigmar. It has remained in the 
temple ever since, and is blown three times on the 
anniversary of the death of Sigismund as a solemn 
reminder of the dark days when the Empire was ravaged 
by Orcs and Altdorf was almost destroyed. When the War 
Altar goes to battle the Horn of Sigismund is taken as 
well. The Horn is sounded by the Theogonist as the 
War Altar charges into 
combat. When the 

War Altar charges 

into combat (and only 
when it charges) the 
sounding of the Horn 
strikes terror into the 
charged enemy unit. 
Terror is caused on the 
charged unit exactly as 
described in the 
Warhammer rulebook. 
Note that this only affects 
the unit being charged, and 
not any other enemy units 
within 6". 


THE VON CARSTEINS 


VLAD & ISABELLA VON CARSTEIN 


Vv von Carstein was the first and greatest of the Vampire Counts 
of Sylvania. It was he who tainted the aristocracy of Sylvania with 
the curse of undeath and created an Undead kingdom at the heart of 
the Empire. For years he gathered his strength until he felt confident 
enough to attempt to conquer the whole Empire. Then Vlad fought a 
brilliant campaign against the Elector Counts, almost managing to 
claim total victory, before being halted at the gates of Altdorf, the 


capital city of the Empire. 


Vlad was a towering figure of a man, with a mane of black hair and 
piercing eyes. Those who met him and survived the encounter 
describe him as having a feral charm and being extremely intelligent, 
but with an evil temper that could easily turn into berserk fury if he 


was thwarted in his endeavours. It was said that at such times only 
his wife Isabella could calm him without blood being spilt. 


Vlad’s wife, Isabella, was the daughter of the insane Duke Otto von Drak. Vlad married Isabella and inherited 
her father’s estates when both Otto and his brother Leopold suddenly died soon after the marriage. Isabella 
was a quick-witted and darkly beautiful woman, and what started out as a marriage of convenience soon 
developed into unholy love. Vlad long resisted Isabella’s requests to join him in undeath, but when she lay 
dying from a wasting illness, he realised that he could not carry on without her and so bestowed upon her the 


Blood Kiss. 


Isabella was Vlad’s most valued confidante, and the only person whose advice he trusted. When Vlad was 
killed by Grand Theogonist Wilhelm at the Siege of Altdorf, Isabella committed suicide rather than carry on 


through eternity without him... 


THE VON CARSTEINS 


M WS BS S T W I A Id 


Vlad 6 9 6 & 5 4 8 5S 10 
Isabella 6 6 4 5 42 63 8 


A Vampire Counts army may be led by Vlad von 
Carstein, the Vampire Lord of Sylvania. Vlad and his 
wife Isabella can be taken as a Lord choice, but they 
will use up three of your Hero choices as well. Taking 
Vlad and Isabella counts as taking a Lord and three 
Heroes. They must be fielded exactly as presented 
here and must always be taken as a pair; no extra 
equipment or magic items can be bought for them. 


Points: 975 (800 for Vlad and 175 for Isabella) 


Weapons: Vlad is armed with the Wailing Blade and 
Isabella carries a sword. They fight on foot. 


Armour: None. 


Spells: Vlad is a Level 3 Wizard and can use 
Necromantic spells or the lore of Death. 


SPECIAL RULES 

Bloodlines. Vlad has all the powers of the Carstein 
family (Summon Bats, Call Winds, Walking Death, 
Summon Wolves, Aura of Dark Majesty, Wolf Form). 
Vlad’s Walking Death is a +2 combat resolution 
instead of the normal +1! 


ee 


Isabella has the following powers: Call Winds and the 
Lahmia power, Transfix. 


Undying Love. If Isabella is killed, Vlad will be 
overcome by grief and go into a berserk fury. For the 
rest of the battle he will be subject to both hatred and 
frenzy. If Vlad is killed then exactly the same special 
rules apply to Isabella: ie, she becomes subject to 
frenzy and hatred. 


MAGIC ITEMS 
Vlad always carries the following magic items: 


The Carstein Ring. (see the Vampire Counts book, 
page 50). 


Wailing Blade. The blade of this evil sword is never 
satisfied with the amount of blood it drinks and 
constantly emits a piercing scream, demanding more. 


The model wielding this screaming weapon causes 
terror. In addition, no armour saves are allowed 
against wounds caused by the Wailing Blade. 


Isabella carries the Unholy Chalice. 


Unholy Chalice. Blood is constantly flowing from this 
infamous symbol of evil. Isabella can drink from it to 
heal her wounds. 


The Unholy chalice confers a 4+ Ward save against 
ranged attacks only (missiles and spells), it has no 
effect against close combat attacks. 


f) acm aon CRESTS 
AZHAG THE SLAUGHTERER 


zhag was one of the most dangerous warlords of recent history, and his campaigns of destruction 
A throughout the Empire almost brought the eastern provinces to their knees. After defeating countless Orc 
and Goblin tribes from the Worlds Edge Mountains, he 
led his horde into Ostermark and looted several towns, 


destroying the temple of Sigmar at Nachdorf in the AZHAG THE SLAUGHTERER 


process. 
M WS BS S T W I A Id 


Azhag possessed a strange iron crown which appeared ; : 
to give him sorcerous powers. After his final defeat by Azhag * 7 2 42 2 8 > 
a large Empire army, this crown was taken by the Wyvern 4 > 0 © 5 5 3 6 


Grand Theoginist of Sigmar and locked away forever. Aan Gar be lal cowie oka an Gare 


Azhag rode to battle on the back of a large Wyvern Goblins army, but will use up two of your Hero 
often harrying his retreating enemies from the air after choices as well. Taking Azhag counts as taking a 
the battle. Lord and two Heroes. He must be fielded exactly as 
presented here, and no extra equipment or magic 
items can be bought for him. The cost of his magic 
items is included in his total cost. 


Points: 500. 
Mount: Wyvern. 
Weapons: Slagga’s Sword of Slashin’. 


Armour: Azhag wears his special ‘Ard armour (see 
Magic Items, below). 


SPECIAL RULES 
Ignore Greenskin Animosity; Quell Animosity. 


He’s Da Boss. Azhag must be your General, 
regardless of the Leadership value of any other 
characters in your army. 


MAGIC ITEMS 

Slagga’s Sword of Slashin’: The Sword confers +1 
Strength to all close combat Attacks made by Azhag 
the Slaughterer. In addition, no armour saves are 
allowed against wounds caused by the Sword of 
Slashin’. 


Daemon Staff: This deceptively childish looking 
puppet was originally part of a Tzeentchian wizard’s 
totem, wrenched from his dead fingers by Azhag after 
the Battle of Grim Spire. It gives Azhag Magic 
Resistance (1). 


Azhag’s ’Ard Armour: Counts as heavy armour 
(armour save 5+). In addition, the armour gives 
Azhag a 5+ Ward save. 


The Crown of Sorcery: The whispering voices of the 
Crown provide all the knowledge required to cast 
spells. Treat Azhag as a Level 2 Orc Shaman for 


purposes of casting and dispelling spells, though he 
may wear armour. Unfortunately, having two voices in 
your head can get pretty confusing at times. Because 
of this, treat Azhag as suffering from stupidity as 
defined on page 82 of the Warhammer rulebook. 


f pee smell emanating from the Chaos Troll’s lair 
was vile, even by an Orc’s low standards. The 
stench of rotten meat and Troll vomit was one 
that Azhag had become accustomed to, but the 
odour of a Chaos Troll was different. It was sickly 
sweet and the Warlord could only barely fight 
down the urge to regurgitate his last meal. 


Azhag and his small tribe had been forced into 
Troll country by marauding bands of Chaos 
mutants. Taking shelter in the caves, a scout party 
he had sent to explore the dark tunnels leading 
from the main cave entrance had failed to 
return. That night the Chaos Troll had crept up 

on the tired Orc band and slaughtered each 
and every one of them save Azhag himself, 
who had proved the beast’s match and 
chased the monster back to its lair. The 
Chaos Troll was now cornered, though, 
and fought with a determined 
ferocity. 


Azhag jumped back just in time to 
see the razor sharp talons of the 
huge black creature pass within 
inches of his face. Most of his boyz 
had been ripped apart by those very 
same deadly claws. As the Troll 
lunged forward to tear out Azhag’s 
throat, the mighty Orc spied an 
opportunity to attack. Swinging his sword in a wide 
arc it cut deep into the Troll’s arm. 


The creature let out a savage howl of pain, but even 
as it did the gash Azhag’s sword had inflicted began 
to close, the blood clotting instantly before his eyes. 
Enraged by the wound, the Troll lunged towards 
Azhag, powerful swiping claws raking at his head. 
Azhag raised his shield and the razor sharp talons 
cut a deep gash through the metal. The thought 
crossed Azhag’s mind that perhaps he had been a 
little hasty in his pursuit of the Troll. Now the beast 
was cornered and was fighting for its life instead of 
its dinner. As if the Troll could sense Azhag’s doubts, 
it increased the fervour of its attack. Blow after 
blow rained down upon Azhag’s shield, tearing 
more great holes into the thick steel. The Orc 
warlord stepped back to avoid the flurry of attacks, 
but in his haste he slipped, crashing to the floor. 


The Troll loomed over him, its arms raised high to 
be brought crashing down on the Orc’s skull. Azhag 
knew that it was over, he had met his match. He 
would now suffer the same fate as all those who 
had fought and suffered at his own merciless 
hands. Then a strange voice whispered softly to 
him. It was as if the voice was actually inside his 
head. He is weak, said the voice. He thinks you 
defeated, now is the time of his undoing. 


eHE SLAUGHTERER 


 — 


Azhag thrust forward his sword, the blade sinking 
deep into the Troll’s chest. The Troll slowly stepped 
back from the prone Orc, the blade embedded up to 
the hilt. With a loud crash it hit the floor, dead. 


Azhag stood, glanced once at the fallen Troll and 
then turned towards a corner of the cavern. The 
voice beckoned him over. Amongst a pile of gnawed 
bones and broken skulls lay a grime encrusted 
crown. “Wear me, rule me, yours will be the power.” 
The whispers were louder now, and a dull 
throbbing in his brain urged him to pick up the 
crown and place it on his head. As he did it seemed 
to shrink around his temple. “Yours is the power to 
command,” the voice boomed loud in the warlord’s 
skull. Arcane knowledge from centuries long past 
flooded into his memory. The voice in his head was 
now merging with his own. Without understanding 
how, Azhag knew he had become infinitely more 
powerful. The voice spoke again, this time it did not 
sound strange or unfamiliar. It was if the voice had 
always been part of Azhag, it was Azhag’s voice. 
“Together we shall fight, together we shall conquer, 
together we shall rule.” 
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GOTREK GURNISSON 
& FELIX JAEGER 


Cae Gurnisson is certainly the most, or the least, successful Slayer 
in this age of the world. His quest to find death at the hands of a 
worthy opponent has yet to be fulfilled, but in his search he has slain 
monsters, Skaven, Orcs, Beastmen and Goblins beyond count. His 
adventures have taken him from the Old World across the Western Sea 
to the lost continent of Lustria. No one knows why he shaved his head 
and took the Slayer’s Oath and no one has ever had the courage to ask 


him. 


GOTREK 6& FELIX 


M WS BS S T W I A Id 


Gotrek 3 7 @ £2 + B Ss 4@ 10 
Felix 4 5 5 4 4 2 5 3 8 


Gotrek and Felix are a special kind of Dogs of War unit 
and can be included as a Rare choice in any army of 
Dwarfs, Empire, Bretonnians (although they are not 
normally allowed Dogs of War) or Dogs of War (see 
pages 66-79). They must be fielded exactly as detailed 
below, and may not be given any additional equipment 
or magic items. 


Points: 475 (Felix 162 points, Gotrek 313 points). 


Weapons: Gotrek carries his Rune Axe, Felix is armed 
with the Wyrmslayer Blade. 


Armour: Felix wears light armour. Gotrek is 
unarmoured. 


SPECIAL RULES 

Skirmishers. Gotrek and Felix form a skirmishing unit of 
two models. Even though they must remain together 
both are characters and all the rules for characters apply 
(challenges, targeting restrictions, victory points, etc). 
They can move freely like other skirmishers, and have a 
360° arc of sight. 


Gotrek. Gotrek Gurnisson is the most accomplished 
Slayer in the Warhammer world, having felled mighty 
creatures from the Badlands to the Realms of the Chaos. 
As a Daemon Slayer he is Unbreakable and while he lives 
so is Felix. In addition, Gotrek’s Strength is always equal 
to the Toughness of his target, unless it would normally 
be higher. This means he always wounds on a minimum 
of 4+. His modified Strength is used for armour save 
modifiers. Note that for Gotrek there is no maximum 
limit to how high his Strength can be increased with this 


Felix was a student at the University of Altdorf but was expelled from 
the University for accidentally killing a fellow student in a duel. He 
became a street corner agitator and was one of the instigators of the 
Window Tax march, which ended in a bloodbath. Felix was saved by 
Gotrek, and since he was being pursued by the authorities and knew 
the Dwarfish attitude to oathbreakers, he had no choice but to leave the 
city in the company of the Slayer and thereby begin his most 
extraordinary adventures. 


skill. As a Dwarf, Gotrek hates all Greenskins, and 
pursues and flees 2D6-1". Whilst Gotrek is alive, Felix may 
only flee and pursue 2D6-1" as well. Note: Gotrek is also 
relentless (may march within 8" of the enemy) although 
as a skirmisher he may already do this. 


Gotrek’s Axe. Gotrek’s mighty Rune Axe is empowered 
with potent spells of cutting and cleaving. For each of 
Gotrek’s initial Attacks that hit, he gains one extra Attack. 
Roll to hit with his first Attacks and then allocate and roll 
to hit for any bonus Attacks he gains. In addition, any 
opponent with Toughness 5 or more who suffers a 
wound (after saves, etc) loses 2 Wounds. No armour saves 
are allowed against Gotrek’s axe. 


Wyrmslayer Blade. This enchanted sword thirsts for the 
blood of Dragons, urging its wielder to confront these 
monstrous beasts and imbuing them with unnatural 
ferocity and speed. 


The Wyrmslayer Blade adds +2 to Felix’s Attacks. In 
addition, if there is a Dragon within his charge range you 
must declare a charge against it. Against Dragons, the 
Wyrmslayer blade allows Felix to re-roll missed attacks 
and failed rolls to wound. 


Gotrek’s Doom. The Dwarf Ancestor Gods seem to have 
some plan for Gotrek, driving him towards an unknown 
doom. Since swearing his oath to accompany the Slayer, 
Felix has also been bound into this mysterious destiny. 
Although this means that they are forever wandering, 
unable to settle, they are also able to survive battles that 
see thousands of others die. To represent this, Gotrek and 
Felix have a 4+ Ward save and Magic Resistance (2) — note 
this is two Dispel dice for the both of them, not two each. 
However, Gotrek may never join a unit, and so while he 
still lives Felix may not join a unit either. If Gotrek is 
removed as a casualty his Doom has no further effect on 
Felix. 


horgrim is the descendant of the most ancient and noble of all Dwarf Lords. 

The very blood of Grungni flows through his veins and the wisdom of Valaya 
sits upon his beetling brow. The High Kings have kept the Great Book of 
Grudges, the oldest and most important of the many Books of Grudges which 
exist throughout the Dwarf realms. This book, known as Dammaz Kron, 
recounts all the ancient wrongs and deeds of treachery perpetrated against 
the Dwarf race. Its pages are written in the blood of High Kings, and its 
tattered parchment is much thumbed and studied. 


Occasionally, the Dwarfs have the opportunity to set right some 
ancient wrong, in which case the High King has the satisfaction of 
striking out the record in the book. This hardly ever happens as, 
when it comes down to it, Dwarfs much prefer to hold a grudge 
rather than let bygones be bygones. Even grudges which have 
been crossed out can still be read and are never forgotten, but 
fondly recalled together with the story of how vengeance was 
finally exacted. Dwarfs are very good at bearing grudges, and 
Dammaz Kron recounts many episodes of the infamy of other 
races and of the gods themselves. The Dwarf language has no 
word for forgiveness, but many subtle variations on revenge, 
recompense and retribution. 


Since an early age Thorgrim has dreamed of avenging his 

people and perhaps, one day, to put aside the Great Book of Grudges 

by striking out every single grudge it contains. Such a thing would be impossible even in a thousand lifetimes, 
but Dwarfs are determined folk and once their mind is made up they are obstinate. The Great Book of 
Grudges is Thorgrim’s constant companion. He keeps the book by his side night and day, sleeping with its 
gnarled old pages beneath his pillow, and carrying it about with him in his waking hours. He has managed to 
strike out several long-held grudges, including winning recompense of 1,000 gold pieces from the 
Burgomaster of Altdorf for damage done to the reputation of Borin Bullroarer during the Great Altdorf 
Stampede. 


When Thorgrim goes to war, which is often, for there are many dark deeds of infamy to avenge, he carries the 
Great Book of Grudges with him. He is borne aloft on the Throne of Power by his four sturdy throne bearers, 
and brandishes aloft the Axe of Grimnir. Atop his brow he wears the Crown of Karaz-a-Karak. 


In addition, armour cannot save against hits from the Axe 


THORGRIM GRUDGEBEARER 
M WS BS S T W I A Id 
Thorgrim 3 8 4 4 


Thorgrim can be fielded in a Dwarf army, He counts as 
two Lord choices. He must be fielded exactly as described 
here and may not be given any additional equipment. 
He must be the army’s General if taken. 


Points: 535 


Weapons & Equipment: Thorgrim wields the Axe of 
Grimnir, wears the Armour of Skaldour and the Dragon 
Crown of Karaz and reads from the Dammaz Kron, He is 
borne into battle upon the Throne of Power. 


MAGIC ITEMS 

Axe of Grimnir. This axe bears the Master Rune of Skalf 
Blackhammer (automatically wounds), a Rune of Fury 
(+1 Attack), and a Grudge Rune (nominate a character or 
monster, re-roll to hit against this model). 


of Grimnir. Ward saves are taken as normal. 


Armour of Skaldour. This bears the Master Rune of 
Gromril (1+ armour save) and the Master Rune of Spite 
(4+ Ward save). It also has the Rune of the Furnace 
(immune to fire-attacks). 


Dragon Crown of Karaz. Thorgrim and any unit he is 
with is immune to all psychology except hatred and 
becoming stubborn. 


Dammaz Kron. The Great Book of Grudges means that 
Thorgrim and any unit within 12" of him hate all foes. 


Throne of Power. The Throne of Power is carried by four 
sturdy veterans, which give Thorgrim an additional four 
normal WS5, S4 attacks. Any attacks against the Throne 
must be resolved against Thorgrim himself. When joining 
a unit, the Throne takes up the same space as ordinary 
rank-and-file models for the purposes of formation, rank 
bonus and so on. The Throne has Magic Resistance (2). 
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Armies for hire, by Alessio Cavatore 


DOGS OF WAR 


This is a tale of the Warhammer world - of warlords and bandits, of sell-swords and 
Sreebooters, and of brave adventurers who willingly risk all upon the battlefield for the 
chance to win measureless riches. They are the Dogs of War! This army list is part of the 
Ravening Hordes project, a temporary list that allows veteran players to incorporate 
Dogs of War into their armies. It’s a list which will prove useful to any Warhammer 
player, whether he wishes to incorporate new mercenary units into an existing force, or 


raise an entire Dogs of War army. 


do not come from a particular place, nor are they 

comprised of any particular race, although men 
do feature very strongly amongst their number. They are 
bands of warriors who live by fighting — fighting for pay, 
fighting for adventure and, most importantly of all, 
fighting for the chance to win fabulous wealth. Some are 
merely bandits, pirates and cut-throats of the most 
untrustworthy kind, but others are gallant princes and 
buccaneers who lead bold warriors to adventure and 
conquest in faraway lands. 


LI nlike other Warhammer armies, the Dogs of War 


As already explained, not all mercenaries are human, 
although many are. Amongst the Dogs of War, 
freebooters from the frozen wastes of Norsca rub 
shoulders with Corsairs from Araby and mysterious 
warrior monks from the east. Mercenaries commonly 
form into itinerant bands under the leadership of a 
charismatic or especially brutal leader. The most famous 
of these bands are, more often than not, known by the 
name of their leader, such as Hagar Whitefang’s Were- 
Marauders, Khalag’s Sure Shots, and the renowned 
Golgfag’s Ogres. An entire army of Dogs of War is made 
up of many of these bands under the overall leadership 
of a roguish mercenary general. 


ANY TIME, ANY PLACE, ANYWHERE... 

Mercenary armies of Dogs of War fight all over the world. 
They are drawn to places where fortunes can be won by 
ruthless adventurers. The treasure houses of the 
Lizardmen in Lustria are a major prize and have attracted 
many a would-be conqueror. Further east, the mysterious 
Dragon Isles and the shadowy lands of Cathay have 
tempted soldiers of fortune. The world is truly awash 
with ragtag armies of sell-swords who furture wishful 
dreams of wealth! \ 


A NOTE ON TERMINOLOGY 

In the Empire army book the terms ‘Dogs of War’ and 
‘Regiments of Renown’ are used to mean the same thing, 
because at the time of writing, we hadn’t made the 
distinction between the two terms. Hopefully you can 
work out what I meant. Se 


We've had a look at the way Dogs of War units are included 
_ in armies and have changed the system slightly to that in 


_ the Army books published so far. Now, not all Dogs of War 
_ are Rare choices, some can be included in your army as 
‘Special choices. This may also vary from army to army. 


Anyway, the rules for fielding Dogs of War and Regiments 
of Renown in non Dogs of War armies are clearly explained 
in this article and in the For Hire paragraph of each 
regiment in the following Regiments of Renown section. 


Although Dogs of War ply their bloody trade to every 
point of the compass, the most notorious breeding 
ground for mercenaries is the land of Tilea in the Old 
World. From all the kingdoms of the Old World and many 
lands beyond, sell-swords come to Tilea where they can 
be assured of ready and profitable employment. Tilea is 
an anarchic and largely ungovernable country, where self- 
serving individuals rule precariously over proudly 
independent cities. The real power lies with the wealthy 
Merchant Princes who plot and scheme against the tax- 
gathering authorities and each other with almost equal 
enthusiasm. Indeed, such is the tradition in Tilea that all 
armies of any size are mercenary armies — paid for and 
deployed by a wealthy prince, devious merchant or 
ambitious tyrant. 
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Tilea - Home of the Mercenary 
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Tilea is the home of the mercenary, where Dogs of War go to find employment and where would-be 
lords and rulers go to find them. It is split into many squabbling republics and principalities, which ensures 
that there is always work for a warrior willing to fight for gold. No mercenary worth his sword will 
ever get bored in Tilea! 


Every year, expeditions large and small set off for the fabled lands of Lustria and Cathay, seeking new 
trade routes or simply off to plunder. This makes Tilea a magnet for every scoundrel with a lust for gold 
and an eye for adventure. It is a hero's starting point in countless tales of daring exploits, brave rescues, 
and impossible deeds - and some stories are true! 
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DOGS OF WAR 


THE DOGS OF WAR ARMY LIS 


project. Ravening Hordes is a complete set of army lists that 

allows veteran Warhammer players to convert their existing 
armies into a suitable format for the new version of the 
Warhammer game. Ravening Hordes is not a permanent addition 
to the Warhammer range — the idea is to enable players to get by 
until such time as the new Warhammer Armies supplements are 
ready. Players should be aware that the new Warhammer Armies 
supplements will supersede and to some degree change the 
temporary information given in Ravening Hordes — we don’t know 
quite how though as we haven’t written them all yet! 


Te: Dogs of War army list is part of the Ravening Hordes 


As the idea behind Ravening Hordes is to enable existing players 
to ‘get by’, we call this a set of ‘get you by’ army lists. If you are a 
new player, you might find these lists interesting as an insight into 
the armies we will be revising in the future. However, bear in 
mind that not all of the troop types described are currently 
available and that some will change when the new Warhammer 
Armies books come out. We recommend that new players 
consider collecting one of the new armies described in the new 
Warhammer Armies supplements and for which all the redesigned 
models are available. The new Armies books have started to be 
released, and a further volume will be added every few months. 
We've prepared the Ravening Hordes lists because we are all 
Warhammer players who own large armies, some of which contain 
models collected over many years of gaming. Just like everyone 
else, we want to be able to continue to use our existing armies 
right now, so Ravening Hordes has been created to enable us to 
do just that. Of course, that won’t stop us collecting new armies 
of new models or adding to our existing armies. Ultimately, 
however, we know that some old troops may have to be retired for 
most purposes because they don’t quite ‘fit in’ with the new rules. 
As yet we don’t know exactly what things are going to change — 
we've still got many hard hours of 


fore) playing and testing to go... 


CHOOSING AN ARMY FOR BATTLE 


The Dogs of War army uses the same system as the other Ravening 
Hordes lists for selecting forces for battle. This is explained below 
and is different from the old rules. 


How the army list is organised 
The army list is divided into four sections: 


* CHARACTERS 

* CORE UNITS 

* SPECIAL UNITS 
* RARE UNITS 


Characters represent the most able, ruthless and successful 
individuals in your army: extraordinary leaders such as Heroes 
and Wizards. These form a vital and potent part of your forces. 


Core units represent the most common types of warriors in the 
army. They usually form the bulk of the army and will often bear 
the brunt of the fighting. 


Special units are the best of your warriors and also include some 
of the more common engines of war. They are available to your 
army in limited numbers. 


Rare units are so called because they are scarce compared to your 
ordinary troops. They represent unique units, uncommon 
creatures and unusual machines. 


How to choose an army 

Both players choose armies to the same agreed points value. Most 
players find that 2,000 points is about right for a battle that will 
last an evening. Whatever value you agree on, this is the maximum 
number of points you can spend on your army. You can spend less 
and will probably find it is impossible to use up every last point. 
Most 2,000 points armies will therefore be something like 
1,998 points or 1,999 points, but they still count as 2,000 points 
armies for our purposes. 


Choosing characters 

Characters are divided into two broad categories: Lords (the most 
powerful characters) and Heroes. The maximum number of 
characters an army can include is shown on the chart below. 


Army Value Maximum Characters Lords 
<2,000 3 0 
2,000-2,999 4 up to 1 
3,000-3,999 6 up to 2 
+1,000 +2 max +1 max 
IMPORTANT: The number of characters is the 
total number of characters allowed in the 


army including Lords. For example: a 2,500 points 
Dwarf army may have up to four characters in 
total, of which one may be a Lord (ie, 1 Lord + 3 
Heroes). 


A Dogs of War army does not have to include the 
maximum number of characters allowed, and can 
always include fewer than indicated down to a 
minimum of two (the General and the 
Paymaster). Similarly, an army does not have to 
include Lords, it can include all of its characters 
as Heroes if you prefer. 


At the beginning of the battle choose one of the 
characters in your army to be the General and tell 
your opponent which one it is. Your General will 
always be the character with the highest 
Leadership value in your army, excepting the 
Paymaster. However, as there can obviously 
only be one General in each army, you will 
have to choose who to nominate if two or 
more of your characters tie for highest 
Leadership. 


Chariots & ridden monsters 

Characters are sometimes allowed to ride on the backs of 
monsters or in chariots. Every character you want to field 
mounted in the army must be given their own chariot or mount. 
They will not all cram into one! 


Magic items 

Dogs of War characters may only choose magic items from the 
common ones listed in the rulebook. Note that you cannot take 
magic items from other army lists. Lords may have up to 
100 points worth of magic items. Other characters may have up 
to 50 points worth of magic items. Special characters and leaders 
of special Regiments of Renown come with their own set of magic 
items and cannot be given any extra normal or magic equipment. 
Their items cannot be taken by other characters either. 


Units that can take magic banners are listed at the beginning of 
the army list. 


Choosing troops 

Troops are divided into Core, Special and Rare units. The 
number of units of each type that are available to you depends 
upon the points value of your army. This is indicated on the chart 
below. 


Army Value Core Special Rare 
<2,000 2+ 0-3 0-1 
2,000-2,999 3+ 0-4 0-2 
3,000-3,999 4+ 0-5 0-3 
+1,000 +1 +1 +1 


For example, if you are choosing a 2,000 points army you must 
take a minimum of three Core units and could choose to take up 
to four Special and up to two Rare. 


In addition, if an individual entry has a number limiting it, 
eg, 0-1, then you may only have that many of that unit in your 
army. Otherwise you may have as many as the restrictions above 
and points allow. 


Unit entries 
Each unit is represented by an entry in the army list. The unit’s 
name is given and any limitations that apply are explained. 


Profiles. The characteristic profiles for the troops in each unit 
are given in the unit entry. Where several profiles are required, 
these are also given even if, as in many cases, they are optional. 


Unit Sizes. Each entry specifies the minimum size for each unit. 
In some cases, units also have a maximum size. 


Equipment. Each entry lists the standard weapons and armour 
for that unit type. The value of these items is included in the 
points value. Additional or optional weapons and armour are 
listed together with their extra cost. 


Special Rules. Many troops have special rules which are 
described in this section. 


Special Characters and Regiments of Renown 

In the following section of this book you will find a collection of 
Dogs of War Regiments of Renown. In the future, new Dogs of 
War special characters and Regiments will be published, to 
complete the selection available. The Regiments of Renown can 
be fielded by Dogs of War armies as well as by any other 
Warhammer army, following the rules and exceptions mentioned 
in the ‘For Hire’ entry of each one of the Regiments. Dogs of War 
special characters can be fielded only by Dogs of War armies. 


Fielding ‘Dogs of War’ units 

in other Warhammer armies 

Other armies from Ravening Hordes or the Warhammer Armies 
books can field units from the Dogs of War list. In general, they 
are included in the lists as a Rare choice. In addition, the 
following restrictions apply: 

Empire, any Chaos, Dark Elves, Skaven, Vampire Counts, Khemri, 
Dwarfs, and Lizardman armies can field any unit from the Dogs 
of War army list. 


Chaos Dwarfs, Wood Elves, High Elves and Orcs & Goblins can 
field any unit from the Dogs of War army list except for Dwarfs. 


Bretonnia cannot field Dogs of War at all. 


DOGS OF WAR 


Important points to remember 
¢ The number of characters is the total number of characters 
allowed in the army, including Lords. 


* The number of Core units is the minimum you must take. The 
Special and Rare numbers are maximums. 


Champions, Musicians & Standard bearers 

Any unit of foot troops in the army may upgrade a model to a 
Champion, Musician and/or Standard Bearer for +10 points 
each. Any unit of cavalry may upgrade a model to a Champion, 
Musician and/or Standard Bearer for +15 points each. 
A Champion will have +1 BS if the unit he is with is equipped 
with bows, crossbows or longbows, otherwise he will have +1 A. 
A Standard Bearer from the Paymaster’s Bodyguard may carry a 
War Banner, chosen from the Common Magic Items list. 


SPECIAL RULES 


The following special rules applies to the Dogs of War army: 


* Spells: Dogs of War Wizards may use any of the Lores of Magic 
in the Warhammer rulebook. 


* Pikes: Fight in four ranks; requires two hands (see page 89 of 
the Warhammer rulebook). 

Always strikes first in the initial round of close combat, even 
striking before enemies that have charged. Note that enemies 
who are entitled to strike first because of a special ability or 
magic, will still strike before pike-armed models. 

Models armed with pikes receive a +1 Strength bonus in the 
Close Combat phase of the turn they are charged by cavalry units, 
chariots or monsters. Note that this bonus only applies to attacks 
directed against the above charging units, not against other units. 


All these special rules cannot be used against enemy units 
fighting the pikemen’s flank or rear. 


* Paymaster: The Paymaster is the man responsible for the cash 
which will be used to pay the army. He always carries with him 
the keys of the pay chest and that makes him at least as important 
as the General in the eyes of the mercenaries. To represent this, 
his key is treated exactly like a Battle Standard (+1 combat 
resolution, re-roll Break tests within 12", can be captured by the 
enemy if he’s killed, etc). In addition, if the Paymaster is killed, 
every unit in the army must take a Panic test at the end of that 
phase. From that point on, every unit in the army will bate the 
enemy unit that captured the Paymaster’s key. 


‘MAGIC ITEMS 


You may choose magic items for your characters & units from the 
following list (see Warhammer rulebook page 154 for more 


details). . 
a 


Biting Blade (magic weapon) 
-1 to the opponent's saving throw. 10 pts. 


Sword of Might (magic weapon) 
_ Bearer receives +1 to his Strength. 20 pts. 


word of Battle (magic weapon) 
_ Bearer receives an extra +1 Attack. 25 pts. 


‘Sword of Striking (magic weapon) 
Bearer receives +1 to his To Hit rolls. 30 pts. 


Enchanted Shield (magic armour) 
Counts as a shield, 5+ armour saving throw. 10 pts. 
Talisman of Protection (talisman) 
mi save against any wound suffered. 15 pts. 

nis 
Dispel Scroll (arcane item) : 
Automatically dispels an enemy spell (one use only). 25 pts. 


Power Stone (arcane item) 
An additional +2 dice to cast a spell (one use only). 25 pts. 


Staff of Sorcery (arcane item) 
+1 to Dispel rolls attempted by the bearer. 50 pts. 


Banner (magic banner) 
nit counts an a ditional +1 for combat resolution. 25 pts. 
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DOGS OF WAR 


LORDS 


Grizzled veterans covered in the scars from a life of war, or 
mysterious Wizards from faraway lands. The General of a Dogs 
of War army is a powerful individual, feared and respected 
throughout the Old World. 


MERCENARY GENERAL ..............0000000008 90 points per model 
HIRELING WIZARD LORD. ................ 175 points per model 
M WS BS S T Ww I A Ld 
General 4 6 5 4 + 3) 6 4 9 
Wizard Lord 4 3, 3 3 4 3) 3 1 8 
Warhorse 8 5 0 3 3 1 3 1 5 


Pegasus 8 3 0 4 4 3 4 2 6 


Equipment: Hand weapon. A Wizard Lord may not have other 
equipment except barding for his Warhorse. A General may have 
a morning star (+3 pts) or halberd (+6 pts). He may also carry a 
longbow (+15 pts), crossbow (+15 pts), pistol (+10 pts), or 
brace of pistols (+20 pts). He may wear light armour (+3 pts) or 
heavy armour (+6 pts), and may carry a shield (+3 pts). 

A General or a Wizard Lord may ride a Pegasus (+50 pts). A 
General or Wizard Lord may ride a Warhorse (+15 pts) which 
may be barded (+6 pts). If a General is mounted, he may have a 
spear (+3 pts), or a lance (+6 pts). 

Special Rules: A Hireling Wizard Lord is a Level 3 Wizard. This 
may be increased to Level 4 at a cost of +35 pts. 


A Pegasus can fly. 


The Paymaster is the keeper of the army’s pay chest, and that 
makes him a very popular fellow. Mercenary Captains are 
expert leaders of men, roguish and often loved by their soldiers. 
Hireling Wizards are outcasts or renegades from the Orders of 
Magic and live by selling their magic powers for the best offer. 

WW PAY MAS VE Rs osescsccccsnacecxvesenceecosssenroonss 55 points per model 
50 points per model 
60 points per model 


M WS B Ss rT WwW I A Ld 
Paymaster 4 4 4 4 4 2 4 2 8 
Captain 4 5 5 4 4 Z FF 3 8 
Wizard 4 3 3 3 3 2 3 1 / 
Warhorse 8 3 0) 4 3 1 3 f 7 


Equipment: Hand weapon. A Wizard may not have other 
equipment except barding for his Warhorse. A Captain or a 
Paymaster may have an additional hand weapon (+4 pts), great 
weapon (+4 pts), morning star (+2 pts) or halberd (+4 pts). He 
may also carry a longbow (+10 pts), crossbow (+10 pts), pistol 
(+7 pts), or brace of pistols (+14 pts). He may wear light armour 
(+2 pts), or heavy armour (+4 pts), and may carry a shield 
(+2 pts). 

A Captain may ride a Pegasus (+50 pts). A Captain, Paymaster or 
Wizard may ride a Warhorse (+10 pts) which may be barded 
(+4 pts). If a Captain or Paymaster is mounted, he may have a 
spear (+2 pts), or a lance (+4 pts). 

Paymaster: A Dogs of War army must include a Paymaster. The 
Paymaster may not be the army’s General. 


Special Rules: A Hireling Wizard is a Level 1 Wizard. This may be 
increased to Level 2 at a cost of +35 pts. 


A Pegasus can fly. 


PIKEMEN 


SSERERERE RS TURET ERE NEERESaemccaxe onan canecs 10 points per model 
Pikes are the infantry weapon of choice in Tilea. Twice as long 
as a normal spear and longer than a cavalryman’s lance, the 
front of a unit of pikes is an impenetrable wall of steel. 


M WS BS S T WwW I A 
Pikeman 4 3 3 3 3 1 3 1 7 
Unit Size: 10+ 
Equipment: Hand weapon, light armour and pikes. May have 
heavy armour (+1 pt). 


CROSSBOWMEN ..........:ccccesccssseeesseessseees 8 points per model 
The bulk of the missile troops in a Dogs of War army are formed 
by crossbowmen from Tilea, Estalia and the Border Princes. 

M WS BS S T Ww I A Ld 
Crossbow 4 3 3 3 3 1 S 1 7 


Unit Size: 10+ 
Equipment: Hand weapon and crossbow. 


1010) 18 ee 5 points per model 
Small units of lightly armed skirmishers are normally employed 
to protect the flanks of pike-armed units. 


M WS BS S T Ww I A Ld 
Duellist 4 4 3 3 3 1 4 1 Z 
Unit Size: 8+ 
Equipment: Sword (hand weapon). May have one of the 
following: bucklers (count as shields, +1 pt), additional hand 
weapon (+2 pts), pistol (+4 pts). May also have throwing knives 
(+2 pts). 


Special Rules: Duellists are skirmishers. 


HEAVY CAVALRY ..........--.sccccccsssssseececeeees 19 points per model 
Cadet sons of nobles from Bretonnia, the Empire and Tilea form 
the shock cavalry of most mercenary armies. Kislevite Winged 
Lancers are sometimes employed and are much renowned for 
their swift manoeuvres. 
M WS BS S T W I A Ld 
Knight 4 4 3 3 2, 1 
1 


Warhorse 8 4 0 3 3 
Unit Size: 5+ 


Equipment: Hand weapon, lance, heavy armour and shield. May 
have barding for their steeds (+2 pts). 


LIGHT CAVALRY ...............ssccseeesseseeesseees 11 points per model 
Scouting ahead of the army, harrying the enemy supply line, 
attacking vulnerable war machines and engaging the flanks of 
the enemy line are but a few of the roles performed by these 
precious troops. Riders from Araby or from the steppes of Kislev 
are the best choice available to mercenary captains. 
M WS BS S T Ww I A Id 

Horsemen 4 i, =) 3 3 1 3 1 7 
Warhorse 8 3 0 3 3 1 3 1 5 
Unit Size: 5+ 

Equipment: Hand weapon. May have spear (+1 pt), bow 
(+4 pts), and/or shield (+2 pts). 


Special Rules: Light Cavalry are fast cavalry. 


SPECIAL UNITS 


OG REG cies cosnanslatsentncmninentoxcnda ss snineiundtiecatis 35 points per model 
Massive, ferocious, resilient and not too bright, Ogres make 
perfect mercenaries. Their ability of eating practically anything 
means that they are also easy to maintain. 
M WS BS S T Ww I A Ld 

Ogre 6 3 2 + + 5 2 3 % 
Unit Size: 3+ 

Equipment: Hand weapon. May have additional hand weapon 
(+6 pts), great weapon (+6 pts). May have light armour (+3 pts). 


Special Rules: Ogres cause fear. 


DOGS OF WAR 


TD WWATRES ss. ssivenss-inxesiansitanwew ites suena Gimonamenaate 7 points per model 
The Dwarf race is cursed by an irresistible lust for gold and they 
certainly don't dislike fighting (especially against Greenskins). 
It’s easy to understand how some young Dwarfs decide that 
they'd rather earn their gold fighting than spend their life 
scraping the underground in search of rich ore. 


M WS BS_ § T Ww I A Id 
Dwarf 3 4 3 3 4 1 2 1 9 
Unit Size: 10+ 
Equipment: Hand weapon, light armour. May have great 
weapon (+2 pts), and/or crossbow (+5 pts). May have heavy 
armour (+1 pt), and/or a shield (+1 pt). 
Special Rules: Dwarfs flee and pursue 2D6-1" and hate Orcs and 
Goblins of all types. May march move even within 8" of enemy. 


NORSE MARAUDERS .............0seseseeeeeeeeeeees 7 points per model 
Raiding and pillaging is what the berserker Norse are good dt, 
and at times the best way of neutralising the threat they 
represent is to offer them a job... 

M WS_ BS S T Ww I A Ld 
Marauder 4 4 3 3 5 1 4 1 7 


Unit Size: 10+ 

Equipment: Hand weapon and light armour. May have a shield 
(+1 pt). May have great weapons (+2 pts), additional hand 
weapons (+2 pts), or flails (+1 pt). 

Special Rules: Norse Marauders are subject to frenzy. 


0-1 PAYMASTER’S BODYGUARD ............. 9 points per model 
Only the oldest and most trusted veterans are selected by the 
Paymaster to form their own bodyguard. These sturdy fighters 
are handsomely paid and that gives them extra motivation to 
protect the Paymaster with their lives... well, most of the time. 


M WS BS_  S§5S T Ww I A Id 
Bodyguard 4 + 3 2 3 1 3 1 8 


Unit Size: 10+ 

Equipment: Hand weapon, halberd and light armour. May have 
heavy armour (+1 pt). 

Special Rules: As long as the Paymaster is alive and with the unit, 
the Bodyguard are stubborn. 
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6 points per model 
Halflings are not warlike people, but there are a few among 
them that just cannot settle in the peaceful land of the Moot. 
These ‘adventure-loving weirdoes’, as they are referred to by 
other Halflings, often decide to band together and wander the 
world as hired bowmen. 


M WS BS S T AN I A Ld 
Halfling 4 2 4 2 2 
Unit Size: 10+ 
Equipment: Hand weapon and bow. May swap their bows for 
spears, light armour and shields. 


Special Rules: Halflings suffer no movement penalties when 
moving through wooded terrain. 


RARE UNITS 


CANINONS ...ncds0sisscoassseccstesthteatteestecsrecesees 85 points per model 
Since Dogs of War armies are always on the move, they cannot 
afford to carry and maintain the massive Great Cannons 
typical of the Empire. For this reason, lighter, easy to move, 
small calibre guns are a treasured element of many mercenary 
armies. 


M WS BS S iY A\ I A Ld 
Cannon - - - - A 3 


Crew 4 3 3 3 3 1 2) 1 7 
Unit Size: 1 cannon with 3 crew. 


Equipment: Hand weapon. 


Special Rules: See the Warhammer rulebook for details of these 
weapons (page 122). The cannon is the smaller of the two types. 


HALFLING HOT POT .............ccccccceeeeeee 50 points per model 
Mercenary Generals know very well that Halfling cooks are an 
important element in attracting freelance fighters to their army. 
Another advantage of hiring such refined chefs is the access to 
the Hot Pot, a weird catapult-like device that uses a cauldron 
full of hot soup as a projectile. This improvised form of artillery 
is used only in the direst circumstances (persuading a Halfling 
to give up his food is not an easy task to accomplish!). 
M WS BS S a Ww I A Ld 
Hot Pot - - - - 4 2 - - - 
Crew 4 2 4 2 2 1 5 1 8 
Unit Size: 1 Hot Pot with 3 Halfling crew. 
Equipment: Hand weapon. 
Special Rules: Treat as a stone thrower from the rulebook (page 
120) with the following changes. The Hot Pot has a maximum 
range of 36". Hits are resolved at $3, with no armour save 
allowed. The model under the hole of the template suffers a 


Strength 6 hit, with no armour save allowed, which causes D3 
wounds. 


— 


General Enzo's Dogs of War army prepares to fight off a ferocious Beastman warband. 


a. 


DOGS OF WAR 


REGIMENTS OF RENOWN 


By Alessio Cavatore 


This is the second part of Dogs of War, a get-you-by army list for veteran gamers who 
have existing armies from the last edition of Warhammer. Here Alessio describes the 
Regiments of Renown - daring sell-swords, infamous the world over, who will Sight for 


any army in the known world... 


regiments that we have published in the past. Let’s call 

them Regiments of Renown (RoR), to distinguish 
them from the normal units you can find in the basic 
Dogs of War army list. Of course you can field these 
models as normal Dogs of War, but with the rules 
included in this article, you now have a chance of fielding 
these special versions of the basic mercenary troops. 
Unfortunately we did not have enough space to include 
the colourful background that Nigel Stillman and other 
authors have written for these regiments. These great 
stories can still be found in the Dogs of War army book of 
the fifth edition of Warhammer and in various White 
Dwarf articles. 1am sure that our Mail Order Trolls will be 
more than happy to help you find the background you 
are interested in. 


E this second article I’ve collected all the named 


In what respect are they special then? Well, first of all 
these regiments have a name, they have one or more 
unique characters leading them and often have special 
rules or equipment that differentiate them from the 
norm. 


All named models in a Regiments of Renown count as 
characters in the game. These characters cannot leave 
their unit (unless specified), but they do not use up any 
of the character slots from the army lists (unless 
specified). 


If the characters have different equipment than the 
rest of the rank and file, this is clearly listed in the 
Equipment list. Note that, regardless of their 
Leadership value, these characters can never 
be an army’s General. 


In some cases, such as the Birdmen 
of Catrazza or the Giants of Albion, 
these regiments are absolutely 
weird and quite entertaining, and 

I tried to keep them only as part 

of the Dogs of War armies for the 
sake of game balance. 


REGIMENTS FOR HIRE 

In the next few pages, you will 
find all the information you need 
to field Regiments of Renown 

in your Warhammer battles. 


For Hire. This paragraph 
states which armies the 
regiment can fight for and 
its position (Core, Special, 
Rare) in the relevant lists. 


Points. Each regiment has a basic cost, which includes all 
the equipment, characters and their magic items. These 
cannot be modified in any way. 


Profiles. The characteristic profiles for the troops and 
characters in each unit are given here. 


Unit Sizes. Each entry specifies the minimum size for 
each unit. Normally the unit’s size can be increased by 
buying extra models at the cost given, but in some cases 
units also have a maximum size. 


Equipment. This entry lists the weapons and armour for 
that regiment. The value of these items is included in the 
points value. 


Special rules. Many troops have special rules which are 
described in this section. 

Magic Items. Some characters 

carry magic items and _ their 

rules are given here. Note that 


the player cannot buy Ss ae 
ae Tie 
new magic items for th. EM. 
the characters of the j —_ ey 
Regiments of Renown. O. 
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For Hire: Pirazzo’s Lost Legion can be hired 
as a Core Unit in Dogs of War armies. 
Alternatively, they can be hired as a Special 
Unit in other Warhammer armies, except 
Bretonnia and Vampire Counts. 


Points: Pirazzo and four troopers including 
Standard Bearer and Musician (these five 
models are armed with crossbows), plus 
five troopers armed with pikes, cost a total 
of 160 points. This is the minimum size of 
unit you can hire. The regiment may be increased by adding extra 
crossbowmen to the first rank at a cost of 9 points each and extra 
pikemen to the rear ranks at a cost of 10 points each. 


M WS BS Ss T WwW I A Id 
Pirazzo 4 5 5 4 4 2 5 3 8 
Crossbow 4 3 3 3 1 3 1 i 
Pike 4 3 3 3 3 1 3 1 74 


Unit size: 10+ 


Equipment: Pike or crossbow (see special rules below) and light 
armour. Pirazzo is equipped with two hand weapons, a crossbow 
and light armour. 


SPECIAL RULES 


Mixed formation: The first rank of Pirazzo’s unit is always made 
up of crossbow-armed figures, all Crossbowmen must be placed in 
the first rank. The second and following ranks are made up 
entirely of Pikemen. During the game, remove casualties from the 
back as normal, it is assumed that pike-armed models step forward 
and discard their pikes to pick up the crossbows of the fallen first 
rankers. Only when all the pikemen have been killed, can 
casualties can be taken from the Crossbowmen in the first rank. 


N° no they didn't look dangerous, more like 
a bunch of rich kids out to show off in 
their new armour. Very flashy they were, all 
gems and silk. We'll have a bit of fun, we 
thought. Easy pickings. we thought. Well anyone 
can make a mistake. Poor old Captain Malvino, 


last mistake he ever made... 


Overheard in the Pig and Whistle, Marienburg 


RICCO’S REPUBLICAN GUARD 


For Hire: Ricco’s Republican Guard can be hired as a Core Unit 
in Dogs of War armies. Alternatively, they can be hired as a Special 
Unit in other Warhammer armies, except Bretonnia. 


Points: ‘Ragged’ Ricco plus nine pikemen, including a Standard 
Bearer and Musician, cost a total of 180 points. This is the 
minimum size of unit you can hire. The regiment may be enlarged 
by adding extra Pikemen at a cost of 12 points each. 


M WS BS Ss T WwW I A Ld 
Ricco 4 5 5 4 4 5 8 
Pikemen 4 4 3 3 3 1 3 v4 


Unit size: 10+ 


Equipment: Pike and heavy armour. Ricco is equipped with two 
hand weapons and heavy armour. 


LEOPOLD'S LEOPARD COMPANY 


For Hire: Leopold’s Leopards can be hired as a Core Unit in Dogs 
of War armies. Alternatively, they can be hired as a Special Unit in 
other Warhammer armies, except Bretonnia. 


Points: Leopold and nine pikemen cost a total of 210 points 
including Standard Bearer and Musician. This is the minimum 
unit you can hire. The regiment may be increased by adding extra 
models at a cost of 12 points each. 


M WS BS S T Ww I A Ld 
Leopold 4 5 5 4 4 2 5 5) 8 
Pikemen 4 3 3 3) 3 1 3 1 7 


Unit size: 10+ 


Equipment: Pike and light armour. Leopold is equipped with 
hand weapon, pistol and heavy armour. 


SPECIAL RULES 


Immune to psychology: The troopers of Leopold’s Leopard 
Company believe they have to earn salvation in the eyes of the 
Leopard God of Luccini. To simulate this faith, Leopold and his 
men are Immune to Psychology. 


THE ALCATANI FELLOWSHIP 


For Hire: The Alcatani Fellowship can be hired as a Core Unit in 
Dogs of War armies. Alternatively, they can be hired as a Special 
Unit in other Warhammer armies, except Bretonnia. 


Points: Roderigo Delmonte plus nine pikemen, including a 
Standard Bearer and Musician, cost a total of 125 points. This is 
the minimum size of unit you can hire. The regiment may be 
enlarged by adding extra pikemen at a cost of 9 points each. 


M WS BS Ss T WwW I A 
Roderigo 4 4 4 4 3 2 4 2 8 
Pikemen 4 2 2 3 3 i 3 1 7, 
Unit size: 10+ 


Equipment: Pike and light armour. Roderigo is equipped with 
two hand weapons and heavy armour. 


VESPERO’S VENDETTA 


For Hire: Vespero’s Vendetta can 
be hired as a Core Unit in Dogs of 
War armies. Alternatively, they can 
be hired as a Special Unit in 
other Warhammer armies, except 
Bretonnia. 


Points: Vespero and four duellists 
cost a total of 125 points. This is the 
minimum size of unit you can hire. 
The regiment may be enlarged by 
adding extra models at a cost of +10 
points each. 


M WS BS S T Ww I A 
Vespero 4 6 5 4 4 2 6 5 8 
Duellists 4 4 3 3 5 1 4 1 


Unit size: 5+ 
Equipment: Two hand weapons, throwing knives and cloaks. 


SPECIAL RULES 


Skirmish: Duellists are expert street fighters, used to dashing 
through the narrow alleys of Tilean cities and fighting as 
individuals. Vespero’s Vendetta therefore skirmish as described in 
the Warhammer rulebook. 


Cloak & Dagger: The duellists are armed with two hand 
weapons — a sword and a dagger. Duellists also carry a cloak 
which is draped over the dagger arm and used to parry 
Opponent’s weapon thrusts in hand-to-hand combat. The 
duellists therefore have a 6+ armour save in hand-to-hand 
combat. 


MAGIC ITEMS 


Grimacing Death Mask (Enchanted item) 

The mask, which represents the grimacing face of death, is the last 
thing Vespero’s duelling opponents see before they meet their 
sudden end. To represent the scarifying effect of the mask, 
Vespero causes fear in the enemy. 


MARKSMEN OF MIRAGLIANO 


For Hire: The Marksmen of Miragliano can be hired as a Core 
Unit in Dogs of War armies. Alternatively, they can be hired as a 
Rare Unit in other Warhammer armies, except Bretonnia and 
Skaven. 


Points: Maximilian and nine Marksmen cost a total of 180 points 
including a Standard Bearer and Musician. This is the minimum 
size of regiment you can hire. The regiment may be enlarged by 
adding extra models at a cost of 11 points each. 


M WS BS_ 5 T WwW I A 
Maximilian 4 5 5 4 4 2 5 3 8 
Marksmen 4 3 4 3 3 1 
Unit size: 10+ 
Equipment: Hand weapon, light armour and crossbow. 


The MARKSMEN of MIRAGLIANO, fame 
Schipdorf and Vient, seek new employ. No 


3? 9g ; 
arduous, no foe too dire. Every man able to pic 


coin at 300 paces! 


DOGS OF WAR 


AL MUKTAR’S DESERT DOGS 


For Hire: Al Muktar’s Desert Dogs can be hired as a Core Unit in 
Dogs of War armies. Alternatively, they can be hired as a Rare Unit 
in other Warhammer armies, except Bretonnia and Khemri. 


Points: Al Muktar, Sheikh Ahmed Shufti, Ibn the Standard Bearer, 
a Horn Blower and two riders cost a total of 245 points. This is 
the minimum size of unit you can hire. The regiment may be 
enlarged by adding extra riders at a cost of 13 points each. 


M WS BS Ss i WwW I A Ld 
Al Muktar 4 5 5 4 4 2 5 3 8 
Sheikh Shufti 4 4 4 4 3 2 4 2 8 
Ibn 4 3 3 3 3 1 3 0 PA 
Rider 4 5 3 3 3 1 3 1 7 
Warhorse 8 3 0 3 3 1 3 1 5 


Unit size: 6+ 
Equipment: Hand weapon, shield and warhorse. 


SPECIAL RULES 
Fast Cavalry: See page 117 of the Warhammer rulebook. 


MAGIC ITEMS 


The Sheikh carries the Scimitar of Dakisir — heirloom of his tribe. 
The Black Banner is carried aloft by Blind Ibn the beggar boy, who 
cannot see the peril he is in and so is always at the forefront of 
battle. 


Scimitar of Dakisir (Magic Weapon) 

This scimitar is an heirloom of the tribal sheikhs of the Desert 
Dogs. It was forged centuries ago in the Kasbah of Dakisir, long 
ago sacked and ruined by the Undead. The blade is decorated 
with magical texts inlaid in gold. Thanks to his impressive weapon 
Sheikh Ahmed Shufti adds +1 Strength to blows he strikes and 
+2 Strength for blows struck in the turn in which he charges. 


Black Banner of the Muktarhin (Magic Standard) 
When calculating which side wins the combat, the banner adds 
+D3 to the Desert Dogs’ score. 
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BRAGANZA’S BESIEGERS 


For Hire: Braganza’s Besiegers can be hired as a Core Unit in 
Dogs of War armies. Alternatively, they can be hired as a Special 
Unit in other Warhammer armies, except Bretonnia and Skaven. 


Points: Braganza and nine Besiegers cost a total of 185 points 
including Standard Bearer and Musician. This is the minimum 
size of unit you can hire. The regiment may be enlarged by adding 
extra models at a cost of +11 points each. 


M WS BS S T Ww I A 
Braganza 4 5 5 4 4 2 3 
Besiegers 4 3 2) 5 3 1 =) 1 


Unit size: 10+ 


Ww 


Ld 
8 
if 


Equipment: Hand weapon, crossbow, heavy armour and pavise. 
Luca Braganza is equipped with a hand weapon, pistol, crossbow 
and heavy armour. 


SPECIAL RULES 


Pavise: A pavise is a large shield which each Crossbowman can 
prop up in front of him. To represent this, Crossbowmen 
equipped with pavises have an additional +2 armour save versus 
normal and magical missile attacks. They do not get this bonus in 
close combat. So a Crossbowman in heavy armour with a pavise 
gets an armour save of 3+ versus missile attacks, but only an 
armour save of 5+ in close combat. 


VOLAND'S VENATORS 


For Hire: Voland’s Venators can be hired as a Core Unit in Dogs 
of War armies. Alternatively, they can be hired as a Rare Unit in 
other Warhammer armies, except Bretonnia. 


Points: Voland and four Venators cost a total of 195 points 
including a Standard Bearer and Musician. This is the smallest 
unit you can hire. The regiment may be enlarged by adding extra 
models at a cost of 24 points each. 


M WS BS 
Voland 4 5 5 
Venators 4 4 3 
Warhorse 8 3 0 
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Unit size: 5+ 


Equipment: Hand weapon, lance, heavy armour, shield, barded 
warhorse. 


BEORG BEARSTRUCK 
AND THE BEARMEN OF URSLO 


For Hire: Beorg and his Bearmen can be hired as a Special Unit 
in Dogs of War armies. Alternatively, they can be hired as a Special 
Unit in other Warhammer armies, except Bretonnia, High Elves, 
Wood Elves and Lizardmen. 


Points: Beorg and nine Bearmen, including Oerl the Young (the 
Banner Bearer) and a Horn Blower, cost a total of 255 points. This 
is the minimum size of unit you can hire. The regiment may be 
enlarged by adding extra models at a cost of 8 points each. 


M WS BS Ss T W I A Ld 
Beorg 4 5 0 5 5 3 3 4 8 
Oerl 4 4 3 3 3 1 4 2 iv 
Bearmen 4 4 3 3 3 1 4 1 vA 


Unit size: 10+ 


Equipment: Hand weapon, light armour and shield. Beorg is a 
were-bear — he wears no armour and fights with his claws and 
teeth! 


SPECIAL RULES 


Frenzy: Like all Norse Marauders, Beorg and his men are subject 
to the rules for frenzy. 


MAGIC ITEMS 


Bear Fang (Talisman) 

This gigantic and ancient yellowed canine tooth is the sacred 
talisman of lordship amongst Beorg’s tribe. Beorg wears it about 
his neck. The talisman wards off blows that would otherwise harm 
its wearer, giving him a Ward save of 4+. 


Bear Banner (Magic Standard) 

Oerl carries the tribe’s totem into battle — an entire bear skin 
whose grizzly head leers out from the top. The skin’s power is 
immense, driving the warriors into a fury that is almost impossible 
to stop. To represent this, the entire unit receives a +1 to hit 
bonus in the initial round of each hand-to-hand combat. 


DOGS OF WAR 


OGLAH KHAN’S WOLFBOYZ 


For Hire: Oglah Khan’s Wolfboyz can be hired as a Special Unit 
in Dogs of War armies. Alternatively, they can be hired as a Rare 
Unit in other Warhammer armies, except Bretonnia, Empire, 
Dwarfs, High Elves and Wood Elves. 


Points: Oglah Khan and five Hobgoblin Wolfboyz including the 
Standard Bearer and a Horn Blower cost a total of 190 points. 
This is the minimum size regiment you can hire. The size of the 
regiment may be increased at a cost of +15 points per additional 
Hobgoblin. 


M WS BS 
Oglah Khan 4 5 4 
Hobgoblin 4 3 3 
Giant Wolf 9 3 0 
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Unit size: 6-20 


Equipment: Hand weapon, spear, bow, light armour and shield. 
They ride Giant Wolves. 


SPECIAL RULES 
Fast Cavalry: See page 117 of the Warhammer rulebook. 


MAGIC ITEMS 
Pelt of Wulfag (enchanted item) 
When able to pursue a broken enemy, the Wolfboyz must always 
do so, and they can add +D6 to their pursuit move. 


LUMPIN CROOP’S 
FIGHTING COCKS 


For Hire: Lumpin Croop’s Fighting Cocks can be hired as a 
Special Unit in Dogs of War armies. Alternatively, they can be hired 
as a Rare Unit in other Warhammer armies, except Bretonnia. 


Points: Lumpin Croop and five Halflings including Ned (properly 
Neddly) Hamfist the Standard Bearer and a Horn Blower cost a 
total of 90 points. This is the minimum size regiment you can 
hire. The size of the regiment may be increased at a cost of +7 
points per additional Halfling. 


M WS BS_ § 
Lumpin Croop 4 3 5 3 
Ned Hamfist 4 2 5 2 
Halfling 4 2 4 2 
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Unit size: 6-20 


Equipment: Hand weapon and bow. Lumpin Croop is equipped 
with hand weapon, bow, shield and light armour. 


SPECIAL RULES 


Skirmishers: See page 115 of the Warhammer rulebook. 


Trackers & Woodsmen. 

“ _ Baggage Train guarding a speciality. 

_ Ask for Lumpin at the — 
ign of the Fat Pi 


GOLGFAG’S OGRES 


For Hire: Golgfag’s Ogres can be hired as a Special Unit in Dogs 
of War armies. Alternatively, they can be hired as a Rare Unit in 
other Warhammer armies, except Bretonnia. 


Points: Golgfag and three Ogres, including Skaff the Standard 
Bearer and a Horn Blower, cost a total of 285 points. This is the 
minimum unit you can hire. The size of the regiment may be 
increased at a cost of 45 points per additional Ogre. 


M WS BS S 4 Ww I A Id 
Golgfag 6 5 2 5 5 4 3 5 8 
Skaff 6 3 2 4 4 3 2 + 7 
Ogre 6 3 2 4 4 5) 2 3 v4 


Unit size: 4+ 


Equipment: Two hand weapons and heavy armour. 


SPECIAL RULES 


Fear: Golgfag’s Ogres instill fear in their enemies. 


LONG DRONG'S SLAYER PIRATES 


For Hire: Long Drong’s Slayer Pirates can be hired as a Special 
Unit in Dogs of War armies. Alternatively, they can be hired as a 
Rare Unit in other Warhammer armies, except Bretonnia, Chaos 
Dwarfs, Wood Elves, High Elves and Orcs & Goblins. 


Points: Long Drong Slayer plus nine Dwarf pirates including a 
Standard Bearer and Drummer cost a total of 195 points. This is 
the minimum unit you can hire. The regiment may be increased 
up to a maximum of 30 models at a cost of 12 points for each 
additional model. 


Drong 3 6 4 4 4 4 10 
Pirates 3 4 3 3 4 3 1 9 


Unit size: 10-30 


M WS BS_ § 1 Ww I A Id 
2 i 3 
1 


Equipment: Loads of pistols! 


SPECIAL RULES 


Resolute & Relentless: Flee and pursue 2D6-1". May march 
move even within 8" of enemy. 


Unbreakable: Like all Slayers, Long Drong’s Pirates are 
Unbreakable (see page 112 of the Warhammer rulebook). Note 
that, being Dwarfs before Slayers, they still bate all Greenskins. 


Festooned with Pistols: All the pirates, including Long Drong, 
gain an additional Attack because they are fighting with a pistol in 
each hand. Since they are festooned with pistols which they shoot 
off in a hurricane of destruction, all of their attacks are considered 
to be Strength 4 Armour Piercing pistol shots. The Pirates carry so 
many pistols that they never need to reload, therefore their pistol 
bonus is always in action, not only in the first round of combat. 
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ASARNIL THE DRAGONLORD 


For Hire: Asarnil the Dragonlord can be hired as a Rare Unit in 
Dogs of War armies. Note that he will take up one of your Hero 
slots as well as the Rare Unit slot. Alternatively, he can be hired as 
a Rare Unit (and he will in this case take two Hero slots as well!) 
in one of the following Warhammer armies: High Elves, Wood 
Elves, Empire, Lizardmen. 


Points: Asarnil and his mighty Dragon Deathfang cost a total of 
460 points. 


M WS BS Ss T A\ I A Ld 
Asarnil 5 7 4 4 5 2 7 4 9 
Deathfang 6 6 0 6 6 6 3 5 8 


Unit size: Massive! 


Equipment: Hand weapon, lance, heavy armour and shield. He 
rides Deathfang, the Dragon. 


SPECIAL RULES 
Deathfang. Asarnil’s loyal Dragon is a /arge target, can fly, causes 
terror and has a $4 Breath Weapon. Note that Deathfang does 
NOT count as a character. 


In addition, if rolling on the Monster Reaction chart for Deathfang 
add +1 to the dice score. If you roll a 6 then you may choose any 
result you wish. 


MAGIC ITEMS 
Amulet of Dragonheart (enchanted item) 
This amulet was one of the potent artefacts made by Caledor the 
Dragontamer for the Elven Dragon Princes. It is said that the 
gleaming gem hanging around Asarnil’s neck is a stone found at 
the heart of a mountain, blessed by Caledor the Dragontamer 
himself. 


The dazzling light of the Amulet of Dragonheart makes the shape 
of Asarnil and his Dragon appear blurry and vague, as if glanced 
through a haze. All missile attacks against Asarnil and his Dragon 
suffer a -1 to hit penalty. 


eee 


BRONZINO’S GALLOPER GUNS 


For Hire: Bronzino’s Galloper Guns can be hired as a Rare Unit 
in Dogs of War armies. Alternatively, they can be hired as a Rare 
Unit in other Warhammer armies, except Bretonnia. 


Points: Master Gunner Bronzino and one galloper gun team cost 
a total of 165 points. This is the minimum size of unit you can 
hire. You may buy extra galloper gun teams at a cost of +100 pts 
per gun team. Each extra team counts as an extra Rare choice. 


M WS BS S T WwW I A Id 
Bronzino 4 5 5 4 4 2 5 3 8 
Warhorse 8 3 0 3 3 1 3 1 5 
Crew 4 3 3 3 3 1 3 1 4 
Gun 8 - - - 6 2 - - - 


Unit size: Each gun has a crew of three, and one crewman rides 
a warhorse. 


Equipment: Hand weapon. Bronzino is equipped with a hand 
weapon and heavy armour. He rides a warhorse. 


SPECIAL RULES 


Cannon Rules 

Bronzino’s galloper guns follow the rules for cannons (the smaller 
kind) found on page 122-123 of the Warhammer rulebook. The 
following exceptions apply: 


Small Calibre: The maximum range you can guess is 24". The 
shots are Strength 7, D3 wounds, no armour save. 


Rapid Movement: The galloper gun is harnessed to a warhorse 
ridden by one of the gunners. This enables the gun and its entire 
crew to move 8" (the remaining crew are assumed to jump on the 
harness and hitch a lift). 


The galloper guns may march move. 


If the galloper gun is charged, the crew may hold or flee. If they 
flee, the gun is assumed to be limbered up immediately without 
any movement penalty. If the gun and crew are caught, they are 
destroyed. 


Close combat: The crew fight in hand-to-hand combat as normal. 
The mounted gunner fights as normal from horseback. 


Deployment: The guns are deployed as separate teams, each gun 
and its crew operating as an independent unit. Bronzino must be 
deployed together with one team, but he can then ride from one 
team to another or operate on his own as a separate Hero. When 
he joins a team, he follows the normal rules for characters joining 
war machines (see page 118 of the Warhammer rulebook). 


BIRDMEN OF CATRAZZA 


For Hire: Daddallo’s Birdmen of Catrazza can be hired as a Rare 
Unit in Dogs of War armies. Alternatively, they can be hired as a 
Rare Unit in an Empire army. 


Points: Daddallo and four Birdmen cost a total of 150 points. This 
is the minimum size of unit you can hire. The regiment may be 
increased by adding extra Birdman models at a cost of +25 points 
each. 


Daddallo 4 3 


M WS BS Ss T WwW I A 
4 4 t 2 
Birdmen 4 3 3 3 1 
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Unit size: 5-10 


Equipment: Hand weapon and light crossbow (count as bows). 


SPECIAL RULES 


Flying unit: Like all units of flyers, the Birdmen can fly and 
always skirmish (see page 106 of the Warhammer rulebook). 


Shoot on the Wing: The wings of the Birdmen are flapped by 
means of stirrups on their feet. This means that they have both 
hands free to load and shoot their crossbows while flying. This in 
turn means that the Birdmen suffer no penalty for shooting on the 
move unless they move on foot 


era : j a7 si he 
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GIANTS OF ALBION 


For Hire: Hengus the Druid and the Giants of Albion can be hired 
in Dogs of War armies and they count as two Rare Units. No other 
Warhammer army can hire them, sorry! 


Points: Hengus, Cachtorr and Bologs cost a total of 450 points. 


M WS_ BS S T Ww I A Ld 
Hengus 4 3 3 3 3 2 3 1 7 
Bologs 6 3 3 6 5 5 3 S 6 
Cachtorr 6 3 3 6 5 5 3 S 6 


Unit size: Huge! 
Equipment: Both Giants and Hengus are armed with a hand weapon. 


Magic: Hengus is a level 1 Wizard and uses the Lore of Beasts. 


SPECIAL RULES 


Oggum Staff: Hengus has an Oggum Staff, which is a special kind 
of magic item made by the Druids of Albion. Not only do the 
Oggum marks on the staff endow the bearer with power over 
Giants to make them serve him, but they also protect the owner 
from harm. To represent this, as long as the Giants are within 6" 
of Hengus, they may use his Leadership value. In addition, 
Hengus has a Ward save of 4+. 


Independent Models: Hengus, Cachtorr and Bologs are 
individual models and move independently, though they may not 
join regiments. The enemy is awarded Victory points separately 
for each model slain. Hengus is worth 100 points and each Giant 
is worth 175 points. 


Giants of Albion: Cachtorr and Bologs are Jarge targets and 
cause terror. Note that, although named, Cachtorr and Bologs do 
NOT count as being characters. Giants treat obstacles like open 
ground, but are prone to falling. Roll a D6 if they cross an obstacle 
or lose a round of combat. If you roll a 1 the Giant has fallen and 
can squash those underneath. Use the Scatter dice to see which 
direction he falls in, and the model itself as a template. Those 
underneath take a single $5 hit which causes D3 wounds. Giants 
may not attack and are hit automatically in hand-to-hand combat 
whilst on the ground. They are automatically killed if they break 
from combat while on the ground. It takes a Giant one turn to 
stand up. Giants also fall over when they die. 


In close combat you must roll a dice each round to determine what 


the Giant will do that turn. Against other Jarge targets: on a roll of 


1-3 Giants will Yell and Bawl (Giant does not attack, but enemy 
side automatically loses the fight by 2); on the roll of a 4-6 they will 
Eadbutt (D6 S6 hits, randomised like missile fire for ridden 
monsters). Against smaller opponents: Giants will Yell and Bawl 
on the roll of a 1-2, on the roll of a 3-4 they will Jump Up and 
Down (2D6 S6 hits on unit, randomised like missile fire, but first 
test to fall over — see above) and on the roll of a 5-6 they will Swing 
With Club (DO S6 hits on unit, randomised like missile fire). 


TICHI HUICHIS RAIDERS 


For Hire: Tichi-Huichi’s Raiders can be hired as a Rare Unit in 
Dogs of War armies. Alternatively, they can be hired as a Special 
Unit in Lizardmen armies, or as a Rare Unit in other Warhammer 
armies, except Bretonnia, any Chaos, Chaos Dwarfs, Skaven, 
Vampire Counts and Khemri. 


Points: Tichi-Huichi and five Skink Cold One Riders including a 
Standard Bearer and Musician cost 250 points. This is the 
minimum unit you can hire. The regiment may be increased by 
adding more Skink Cold One Riders at +22 points each. 


M WS BS S T WwW I A Ld 
Tichi-Huichi 6 4 4 4 3 2 5 3 7 
GtCr. Skink 6 z 3 3 2 1 4 1 6 
Cold One 8 3 0 4 4 1 1 2 3 


Unit size: 6-20 


Equipment: Hand weapons, spears, scaly skin (6+) and shields. 


SPECIAL RULES 


Cold-Blooded: Skinks are cold-blooded and slow to react to 
psychology. Roll three dice when testing against Leadership and 
choose the two lowest scores. 


Cold Ones: Cold Ones cause fear, are subject to stupidity, and 
give their riders +2 to their Armour saves in place of the usual +1 
for mounted troops. 


Note that Tichi-Huichi’s Raiders use different rules and profiles 
from those in the Lizardmen army list printed later in this book. 
This is because they are Great Crested Skinks, and ride a species 
of Cold One known sometimes as a Horned One. 


Blessed by the Old Ones: Tichi-Huichi and his Skink Cold One 
Riders enjoy the special favour of the Old Ones. They belong to a 
portentous spawning, brought forth for a mission devised untold 
millennia ago, and consequently a mysterious aura of protection 
pervades the regiment. To represent this, hand-to-hand 
opponents will never pursue Tichi-Huichi’s Raiders if they beat 
them in combat. A strange, tropical fatigue descends on the foe, 
securing Tichi-Huichi’s chance to get away. 
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Lords of Creation 


A Lizardmen army list, by Jake Thornton and Gav Thorpe 


In this article, Rules-Scribe Thornton and I have delved into the humid jungle to lay before you the ancient mysteries of the 
Lizardmen, strange bipedal denizens of the exotic continent of Lustria. Detailed within is an account of their military 
capacity and their musterings in time of war, in addition to a brief overview of their peculiar race. Enjoy, if you will, our 
exhaustive research into the anthropology of this most ancient race. 


With fifteen armies to go through, it’s 
going to take a while before all the 
Armies books are out for the new edition 
of Warhammer. The list for the Lizardmen 
presented here is a ‘work in progress’ 
version of the one which will eventually 
appear in the Lizardmen Armies book. 
This list isn’t the final one that will be in 
the Armies book, but it’s a lot closer than 
the Ravening Hordes list. At least, we 
think it is! What with the Vampire Counts, 
the High Elves and their Dark cousins 
we've not been able to test this army as 
much as we'd like. And that’s where you 
can help. If you have a Lizardman army 
and want to give this list a try then please 
let us know how you get on. I’m afraid 
that we won't be able to answer all your 
letters, but we will read them and add 


LORDS OF CREATION 


your comments to the melting pot for 
when we get back to the Lizardmen and 
write up the final version for the book. 


A quick note on Cold Ones: the ones you 
see here are as they'll be in the Dark 
Elves book. The more we played with the 
Cold Ones in Ravening Hordes, the more 
we thought they were simply too good. 
This slight reduction in their profile 
leaves them still one of the most 
fearsome cavalry units in the Warhammer 
world, but not quite so unbalanced. And 
while ’'m about it, there’s also the 
question of the famous mixed units of 
Skinks and Kroxigor. These were not only 
better at fighting than the Saurus 
Warriors (which was odd), but also 
caused problems with the rules. After 
several days trying to come up with a way 


of making them work, Rick Priestley had « 
great idea which we've used here. Rather 
than having one unit with two different 
types of model in, you have two units 
that fight together in a special way. All ir 
all both a lot easier in rules terms and 
more fitting in background terms. 


Finally, as this list is for those of you that 
already have a Lizardman army (and 
therefore the old Armies book), I’ve 
concentrated here on the rules and arm 
list rather than on background 
information. Of course, we'll do loads of 
cool new background when the new 
book comes out, but the general sweep 
of the history and culture remains the 
same. Only the names have been changes 
to protect the innocent... 


& 


Wi a flourish the standard bearer 
plunged the banner pole into the 
hot sand, the golden threads of the flag 
glinting in the morning light. Beside it 
EI Cadavo stood proudly with one foot 
on the pay chest, wishing that one’ of 
those fancy court painters was there to 
capture his moment of glory. New lands! 
Riches aplenty! All would be his. There 
just remained the small formality of 
quelling the natives. 


He cyed the tree line at the edge of the 
beach. Nothing there, even the birds in 
the palms had stopped their shrieking to 


admire his army as it came ashore. And a 


splendid sight it was too. El! Cadavo's 
heart swelled with, pride. 


“Alright men” he called, a smile splitting 
his gaunt features, “let's get these boats 
unloaded and the tents set up.” 


An hour hadn't passed when one of the 
sentries came running into the growing 
camp. “Sir, sit! Lizardmen, dozens of 

‘em!” El Cadavo emerged from his tent 


and blinked in the noonday sunshine. 


“Time to amaze the natives,” he said, 
“Enrico, bring that chest.” With that he 
strode off to mect his guests. 


The Lizardmen deputation was a dramatic 
sight. In the centre was their leader, a 
vast bloated toad of a creature on a 
palanquin, surrounded by bone-crested 
warriors and borne up by more of their 
breed. Around them swarmed dozens of 
smaller creatures, all the same blue-green 
hue as their larger brothers. Several 
Lizardmen carried brilliantly coloured 
feather banners and crests, and the whole 
group was laden with golden jewellery. 
They were a feast for the eyes. 


As El Cadavo stared at this spectacle, 
one of the smaller creatures stepped 
forwards and in heavily accented Tilean 
said “Greetings most glorious master-of- 
wartiors, most noble of travellers on the 
World Pond. My lord Xtinki bids me 
welcome you to the hospitality of our 
sun-kissed shores. Did you have a nice 
trip?” 

"Greetings to your noble lord” replied El 
Cadavo, bowing to the toad-thing. 

“T have come from across these wide 
waters to bestow wondrous gifts upon 
you.” With that he took the chest from 
Enrico and carefully placed it in front of 
the palanquin. “Such valuables are 
plentiful where we come from,” boasted 
the grizzled general, winking to Enrico 
and opening the chest. Inside were all 
manner and colour of cheap glass beads. 


“Behold” cried El Cadavo, “Riches to 
decorate your... er... majestic brow.” He 
began to hand the baubles to the nearest 
Skinks who looked decidedly 
unimpressed, but handed them round 
nonetheless. “And these looking glasses” 
said Cadavo, waving a piece of broken 
mirror to catch the light. “Their like has 
never been seen on these shores. All I 
ask in return is that we be allowed to 
march inland unmolested and perhaps 
collect a few mementos to remind us of 
our visit.” 


The Skink interpreter spoke again. “My 
lord Xtinki instructs me to thank you 
for your most gencrous gifts, but is 
afraid that he cannot possibly accept 


offerings of such... quality.” As if on cue, 


the Lizardmen dropped all the trinkets 
into the sand and turned to stare at El 
Cadavo. 


“Why, you ungrateful wretches!” cried El 
Cadavo. “Enrico, bring up the cannon. 
That'll impress them.” Then, turning back 
to lord Xtinki, he said “I'm sorry you 
dislike my gifts. Perhaps this will be 
more persuasive.” He turned and nodded 
to Enrico who had readied the cannon. 
There was a deafening roar. 


“There,” said El Cadavo, turning back to 
the Lizardmen with a wolfish grin, “that 
is the power we bring with us. Why 
don't you take your stone spears and 
feather skirts and run along now. I 
promise you shan't be hurt if you stay 
out of our way.” Lord Xtinki blinked 


slowly, obviously unimpressed. 


Stepping forward, the Skink interpreter 
pointed to the sky saying “You have 


insulted our gods. To show his 
displeasure Lord Sotek will swallow the 
sun. All will be in darkness and the 
world will fall into perpetual night.” 


As one the Tileans burst out laughing, 
clutching their sides and roaring until 
tears poured down their checks. 
Eventually El Cadavo managed to pull 
himself together long enough to blurt out 
“Alright lads, enough of these primitive 
savages... But before he could finish the 
command a cry went up from his men. 
“Look! The sun!” Everyone turned to 
follow the pointing finger. As they 
watched, a black stain began to cover the 
sun. “Sotek, Sotek” chanted the 
Lizardmen. 


“Aaaaaaaagh!” cried the Tileans, “Save us|”, 
“Help!”, “Disaster!”, “The end of the 


world has come!” 


Panic spread through the Tileans as the 
air grew chill and the darkness became 
complete. El] Cadavo stood frozen among 
his panic-stricken men who dashed about 
tearing their hair, screaming for 
forgiveness. or offering up prayers. 


“Ye gods! What have we done?” muttered 
El Cadavo under his breath. Then louder, 
“Back to the boats!” There was a 
stampede. 


As the Tileans frantically rowed away the 
sun began to show its face once more, 
but they weren't about to stop. “Row, 
damn you! Row!” cried the captain, and 
they rowed even harder. 

On the shore the Skinks watched the 
eclipse complete its divine cycle, grinning 
as only Lizards can. 


ey fi ys Each temple-city of the 
Lizardmen is like a separate 


| independent country, ruled by a 
3s Mage-Priest and defended by its own 
hte i) army of warriors. The armies of the 

a | 
9 i} 
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The cohorts of Skinks and Saurus 
warriors line up in their serried ranks, 
each with a standard depicting one of 
their ancient jungle gods and led by 
officers bedecked in feathered head- 
dresses. Regiments are distinguished by 
the vivid colours and markings of the 
warriors’ scaly skins and everywhere is 
the glint of gleaming gold and bronze 
weapons and armour. Towering above 
these hordes are the swaying howdahs 
on the backs of the awesome 

i, Stegadons, and the ferocious Kroxigors. 
| Commanding the army is the Slann 
Mage-Priest, borne aloft on his golden 
> palanquin. 


° 

Spawnings 
Slann, Saurus Warriors, Skinks and 
Kroxigors are spawned in ponds and 
swamps, whereas the various reptilian 
beasts which serve them, such as the 
Stegadons and Terradons, are hatched 
from eggs. 
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Lizardmen are very exotic and colourful. 


Every Lizardman city has its sacred 
ponds and expanses of marsh where the 
spawnings occur. Skinks and Kroxigors 
tend to spawn in ponds and swamps 
open to the sky, whereas Saurus are 
usually spawned in dank subterranean 
caverns. Pyramid temples are frequently 
built over the top of the entrances to 
such caverns and outlying swamps. are 
sometimes made into rectangular sacred 
ponds. Some days after the spawn has 
been laid, it hatches into tadpoles which 
grow larger and more powerful by the 
day, feeding on the enormous number 
of tropical insects that hover above the 
waters. When the Lizardmen are fully 
developed they emerge onto dry land in 
enormous numbers. 


The interval between spawnings can be 
very long and usually a spawning will 


Clockwise from 
bottom left: three 
Saurus warriors 
demonstrating 
various colour 
schemes, a brightly- 
patterned Skink 
Standard Bearer, a 
mighty Kroxigor 
and the fearsome 
Stegadon with its 
howdab full of 
Skink riders. 


not recur in the same pond within the 
lifetime of the last generation to be 
spawned there. Thus each city is 
surrounded with ponds which spawn a 
different times, so that a particular pone 
will be given a name such as ‘Sacred 
Pond of the First Generation’ referring 
to the first spawning of a new cycle of 
spawnings. Since generations emerge 
from different ponds at different 
intervals of time, there are always 
several age-groups of Lizardmen living 
in the population of a city at any time 
The Mage-Priests keep detailed records 
of the spawnings but can still be taken 
by surprise by sudden spawnings 
occurring in ruined cities where the 
records have been lost in antiquity! 


Slann Magic: The Wisdom of the Old Ones 


The ancient Slann are the most potent 
wizards in the Warhammer world, able 
™ move entire planets if they put their 
mands to it. Fortunately for their foes, 
®eir minds are usually occupied on 
more important matters than merely 
Sehting the lesser races. 


When Slann Mage-Priests come to select 
their spells before a battle they are 
sowed more freedom than normal. 
They may use any lore from the 
Warhammer rulebook. What’s more, a 
smgle Slann can choose from more than 
ene lore instead of being limited to just 
ee. Truly they are masters of magic! 


How do you do this? Pick a list, roll a 
tice to see what you get, choose the 
default instead if you like and then 
choose another list or the same one 
sgain. You cannot have the same spell 
‘om the same list more than once per 
Wizard as normal, so re-roll duplicate 
results. However, you could have the 
same effect from two different spells, eg, 
Sire Ball and Dark Hand of Death. 


in addition, Slann are so powerful that 
they add +1 to their attempts to both 
cast and dispel. 


SKINK MAGIC 


The Skink Shamans are far less potent 
wizards than their Slann masters and 
rarely achieve more than a rudimentary 
understanding of magic. Their training 
focuses On astronomy and astrology, 
observing the movements of the 
heavenly bodies and divining the plan of 
the Old Ones from them. Appropriately, 
Skink Shamans use the Lore of Heavens 
for their spellcasting. 


MAGIC ITEMS 


You may choose magic items for your 
characters and units from the following 


list and/or the common magic items on 
page 154 of the Warhammer rulebook: 


Piranha Blade (magic weapon): 


+2 Attacks. 50 pts 


Dagger of Sotek (magic weapon): 
Skinks only. +1 Strength. In addition, 
when fighting Skaven each wound 
inflicted by the dagger counts as 2 
towards combat resolution instead of the 
normal 1. 50 pts 


Sword of the Hornet (magic weapon): 
Always strike first. 25 pts 


Bitametl (magic armour): 

Counts as wearing armour 

(5+ armour save, combines as normal 
with other armour saves). 


Re-roll failed armour saves. 35 pts 


Stegadon Helm (magic armour): 
May be worn in addition to other armour 
(5+ armour save, combines as normal 


with other armour saves). 15 pts 
Glyph Necklace (talisman): 
5+ Ward save. 30 pts 


Amulet of Itzl (talisman): 
2+ Ward save against the first wound 
suffered. One use only. 40 pts 


Amulet of Xapati (talisman): 
Gives its wearer Magic Resistance (2). 
40 pts 


Cloak of Feathers (enchanted item): 
Skink on foot only. Model can fly. 
40 pts 


Bane Head (enchanted item): 

Nominate an enemy character at the start 
of the battle. All unsaved wounds caused 
by the bearer on the nominated target 
are doubled. 20 pts 


Plaque of Dominion (arcane item): 
Adds 1 extra dice to the Lizardman 
army’s pool of Power and Dispel dice in 
each player’s turn. 


50 pts 


Totem of Prophecy (magic banner): 
The unit causes fear. 75 pts 


Sun Standard of Chotec (magic banner): 
Missiles fired at the unit carrying the 
banner are at -1 to hit. 40 pts 


Totem of the Crested Ones (magic banner): 
The unit gets a 5+ Ward save against 
normal and magical missiles with a 
Strength of 5 or more. 30 pts 


Jaguar Standard (magic banner): 


The unit pursues an extra D6". 20 pts 


MARKS OF THE GODS 


The many gods of the Lizardmen are 
sometimes moved to mark out one of 
their followers for greatness. These Marks 
are carefully examined and compiled by 
the Skink scribes so that they may pick 
out the chosen ones from each spawning 
and assign them to duties that befit their 
status. 


Skink and Saurus characters may choose 
Marks from the following list instead 
of/as well as taking magic items. The cost 
of the Marks is taken from the points 
allowed to each character to spend on 
magic items. Each character may only 
have a given Mark once, though he may 
have several different Marks. More than 
one character in an army may have the 
same Mark of the Gods. 


You should paint these markings on your 
models. Note that the gods are not 
always predictable in these markings, so 
whilst one of Tepoc’s chosen may have a 
purple crest, another may be completely 
purple or have purple spots or stripes. 
Particularly fortunate characters may have 
more than one Mark and so are a 
combination of these colours. 


SS ee 
Mark of the Old Ones (albino): 


+1 Wound. 50 pts 
Mark of Tlaxcotl (yellow): 

+1 Leadership. 50 pts 
Mark of Chotec (vermillion): 

+1 Attack. 25 pts 
Mark of Sotek (blood red): 

Frenzy. 25 pts 
Mark of Itzl (great crest): 

+1 Strength. 20 pts 


Mark of Tepoc (purple): 
Skink Shaman only. Knows 1 more 
spell than normal for his level. 15 pts 


Mark of Huanchi (black): 
+1 Movement. 


Mark of Tzunki (mottled): 


+2 Initiative. 5 pts 


15 pts 


i 
} 
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The following special rules apply to the 
Lizardmen army. 


* Cold Blooded. Lizardman units roll all 
Leadership tests on 3D6 and discard the 
highest dice score. 


* Aquatic. Skinks and Kroxigor can move 

over marsh, rivers, streams, lakes or other 
|| water features without penalty, and will 

benefit from soft cover if in such terrain. 


il * Scaly Skin. Many Lizardmen have an 
}| armour save from their scaly skin. This 
may be combined with armour and 
shields as normal. Saurus and 
Salamanders have a 6+ armour save; 
Kroxigors have a 5+ armour save and 
Stegadons have a 4+ armour save. 


| 
| * Blowpipe. These have a range of 12", 
‘i, Strength 3 and 2 x Multiple Shots. They 
| } suffer penalties for long range, moving 
|| and shooting, etc, as normal. 


* Poisoned attacks. All attacks from 

Skink arrows, javelins or blowpipe darts 
count as poisoned attacks. Note that this 
only applies to shooting attacks. 


* Mixed size units. This is not a new 
rule, but a reminder of the ones on pages 
59 & 98 of the main rulebook. When 
shooting at units containing a mixture of 
different sized models (such as 
Salamanders or units containing Slann) 
you may choose to target either one troop 
type or the other. So you could, for 
example, choose to fire on the 
Salamander rather than the Skinks around 
it. In this case the -1 to hit for being a 
skirmish unit would still apply. 


SLANN 


Slann are the leaders of the Lizardmen, 
and direct their efforts towards a 
completion of the Old Ones’ plans. A 
Lizardmen army will often be the personal 
retinue of a particular Slann Mage-Priest 
or Lord. 


Cold Blooded, Large Target. 


Palanquin: Treat the Slann and his 
bearers as a single model with a single 
profile, rather like a chariot. Use a base 
size of 75mm wide and 50mm deep. 


If the Slann has joined a unit of troops, 
the unit counts rank bonuses as if the 
space taken by the palanquin were taken 
by normal troops. 


The Slann has a Unit Strength of 8. 


Note: Poisoned Attacks wound their 
targets automatically when they score a 
6 on their to hit roll (as described on 
page 114 of the rulebook). But what 
happens if you need a 7 or more to hit 
in the first place? | 
In these cases the poison has no effect, 
and so such hits cannot wound 
automatically. 


Lizardmen Special Rules 


Contemplation: Slann are concerned 
with the plan of the Old Ones and the 
workings of magic rather than fighting the 
lesser races. Consequently Slann will not 
use magical armour or weapons. 


Shield of the Old Ones: Slann are 
protected by potent magical defences 
which give them a 2+ Ward save. 
However, models in base contact with the 
Slann are slightly inside the mystical shield 
and the save against their attacks is 
reduced to a 4+ Ward save. 


SAURUS WARRIORS 


Saurus Warriors were bred specially to 
fight for the Old Ones many millennia ago, 
and they still form the backbone of 
Lizardman armies today. 


Cold Blooded, Scaly Skin (6+). 


TEMPLE GUARD 


Each Slann has a personal retinue of 
Saurus Warriors whose duty it is to protect 
him whilst he lies in contemplation of the 
Old Ones’ sacred plans. 


Cold Blooded, Scaly Skin (6+). 


Sacred Duty: If the Temple Guard unit is 
joined by a Slann then it is suffused with 
his power and becomes stubborn. 


SKINK WARRIORS 


Skinks are nimble and intelligent, leaving 
the main job of fighting to the sturdier 
Saurus Warriors. Instead the Skinks form 
clouds of skirmishers, nimbly dodging the 
enemy units and skirting round their 
flanks where they can pepper them with 
poisoned javelins and arrows. 


Cold Blooded, Aquatic, Skirmish. 


Scouts: This works exactly as explained 
on page 112 of the rulebook with the 
following additions. Scouting Skinks count 
as out of sight if they are deployed within 
a water feature, and more than 2" from its 
edge. They must still deploy 10" or more 
from enemy troops as. normal. 


Skink characters may be held back from 
normal deployment and be placed as 
Scouts after the rest of the army has 
deployed. 


CHAMELEON SKINKS 


These rare and secretive Skinks are 
masters of stealth and camouflage. They 
can stand motionless for hours, evading all 
but the most thorough of searches, biding 
their time until they are ready to unleash a 
hail of venom-coated darts to slaughter 
their enemies. 


Cold Blooded, Aquatic, Skirmish. 


Chameleon: With skin that shifts colours 
to match their surroundings, the 


Chameleon Skinks are very hard to spot. 
This means that the enemy suffers an 
additional -1 to hit when shooting at them. 


In addition, they are able to sneak up 
extremely close to the enemy. Chameleon 
Skinks are deployed at the same time as 
Scouts, and can be placed in one of two 
ways. Either place them exactly like Scouts. 
but with no minimum distance between 
them and the enemy, or place them in sight 
of the enemy (even in the open), but more 
than 12" away from them. 


COLD ONES 

Although they are difficult to train, Cold 
Ones are the perfect mount for Saurus 
Warriors. Both rider and mount are deadly 
killing machines and the combination is 
devastating. 


Cold Blooded, Scaly Skin (6+), Cause 
Fear, Stupidity. 


Thick-skinned: A warrior mounted on a 
Cold One adds +2 to his armour save 
instead of the normal +1 for being 
mounted. 


KROXIGORS 


These fearsome creatures are far bigger and 
stronger than the other Lizardmen, 
towering above the tiny Skinks and even 
the burly Saurus. Normally their huge 
strength is used to carry the giant stones 
which make up the pyramid temples of the 
Slann, but in battle they are equally happy 
to carry huge bronze axes. 


Cold Blooded, Scaly Skin (5+), Cause 
Fear, Aquatic. 


Skirmish Screen: Skinks and Kroxigors | 
often fight in closely linked formations, the 
smaller Skinks scouting out the enemy for 

the Kroxigors to charge. When the Skinks 

find the enemy they whisper back to the 
Kroxigors who then charge through the 
screen of Skink skirmishers. 


Both Skinks and Kroxigors are separate 

units and follow all the normal rules. In 
addition, Kroxigors may see and charge 
through Skink units (including Chameleon 
Skinks). Unfortunately, though the Skinks 
know the Kroxigors will charge, sometimes 
they don’t get out of the way in time and 

are killed in the stampede. Roll a D6 per 
Kroxigor in the unit charging through the h 
Skinks. For each roll of a 1 a Skink is j 
crushed underfoot by the lumbering 
Kroxigors. } 


Enemy units charged by Kroxigor through = 
skirmish screen may stand and shoot as 
normal. For the purposes of working out 
range and whether the unit can stand and 
shoot at all (if the Kroxigor are within half 
their charge distance) use the distance to 
the point the Kroxigor emerge (ie, the frome 
of the Skink unit). 


STEGADONS 


Ssegadons are huge and terrifying 
monsters from the depths of the jungle. 
a battle they are used as living battering 
cams to smash holes in the foe’s line. 


Treat Stegadons as ridden monsters with 
more than one rider. If the Stegadon is 
killed then the Skinks form a small unit 
»f skirmishers. If all the Skinks are killed, 
the Stegadon is treated like any other 
ridden monster. For Victory points 
purposes, only the Stegadon itself 
counts. Slain Skinks are ignored. 


Cold Blooded, Scaly Skin (4+ for 
Stegadon), Poisoned Attacks (from 
Skinks’ javelins), 

Causes Terror, Large Target. 


Howdah: The combined effect of the 
armoured howdah, shields and giant 
bony crest on the Stegadon is to give the 
Skinks (or character) riding it a 2+ 
armour save. This armour save cannot be 
improved, though a character could also 
have a Ward save from a magic item. 


Mixed weapons: The Skinks carry a 
variety of weapons in the howdah. For 
the purposes of the game count these as 
hand weapons, javelins and shields. 


Impact hits: The Stegadon causes D6 
impact hits when it charges, like a 
chariot. 


Giant bow: Treat this as a bolt thrower 
with Strength 5 that can move and fire. 
Check the line of sight for the giant bow 
from its position on top of the howdah. 


SALAMANDERS 


Despite the dangers of goading these 
creatures, such is the skill of the brave 
Skinks that herd Salamanders to battle 
that they are only seldom eaten by them. 


Cold Blooded, Skirmish, Scaly Skin (6+). 


Salamanders spit venom up to 24" range 
using their BS to hit as normal and with 
the normal penalties for long range, 
moving, etc. Units that are struck suffer 
1D6 Strength 4 hits with no armour save 
possible. Salamanders may not stand and 
shoot. 


If all the Skinks are killed, the 
Salamander is treated like a ridden 
monster that has lost its rider. However, 
when it comes to rolling its Leadership 
test, assume it fails and just roll on the 
Monster Reaction chart (page 105) to see 
what it does. 


TERRADONS 


These ancient reptiles are trapped and 
trained by the Skinks who ride them. 
Soaring above the jungle canopy, the 
Skink messengers and scouts can move 
from city to city with ease. 


Cold Blooded, Flying Unit. 


Mounted: Skinks riding Terradons get a 
6+ armour save. One Skink per Terradon 
may shoot his short bow each turn. 


JUNGLE SWARMS 


Lizardmen armies often march to battle 
amidst swarms of poisonous serpents, 
toads and other reptiles. Thousands of 
these creatures infest the Skaven tunnels 
beneath Lustria, protecting the Lizardmen 
nations from attack by the rat-men. Sotek 
himself is said to direct these creatures to 
aid the Lizardmen in ensuring that the 
plans of the Old Ones are carried out. 


For gaming purposes you can use any 
mixture of snakes and reptiles on a 40mm 
base. The exact number and type of 
models isn’t important, but it should look 
like a swarm. 


Unbreakable, Poisoned Attacks. 
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See p238-9 of the Warhammer 
rulebook with the following 
additions and amendments when 
choosing your army: 


CHOOSING CHARACTERS 


Characters are divided into two broad 


categories: Lords (the most powerful characters) 


and Heroes (the rest). The maximum number of 
characters an army can include is shown on the 
chart below. 


Army Value Maximum Maximum 


Characters Lords 
< 2,000 | 0 
2,000-2,999 4 up to 1 
3,000-3,999 6 up to 2 
+1,000 +2 max 1 max 


IMPORTANT: The number of characters is the 
total number of characters allowed in the army 
including Lords. For example: a 2,500 points 
Lizardman army may have up to four characters 
in total, of which one may be a Lord 

(ie, 1 Lord + 3 Heroes). 


An army does not have to include the maximum 
number of characters allowed, and can always 
include fewer than indicated down to a 
minimum of one (the General). Similarly, an 
army does not have to include Lords, it can 
include all of its characters as Heroes if you 
prefer. 


CHOOSING TROOPS 

Troops are divided into Core, Special and Rare 
units. The number of units of each type that are 
available depends upon the points value of your 
army. This is indicated on the chart below. 


Army Value Core Special Rare 
< 2,000 2+ 0-3 0-1 
2,000-2,999 3+ 0-4 0-2 
3,000-3,999 4+ 0-5 0-3 
+1,000 +1 +1 +1 


For example, if you are choosing a 2,000 points 
army you must take a minimum of three Core 
Units and could choose to take up to four 
Special and/or up to two Rare Units. 


In addition, if an individual entry has a number 
limiting it, eg 0-1, then you may only have that 
many in your army. 


UNIT ENTRIES 

Each unit is represented by an entry in the army 
list. The unit’s name is given and any limitations 
that apply are explained. 


Profiles. The characteristic profiles for the 
troops in each unit are given in the unit entry. 
Where several profiles are required, these are 
also given even if, as in many cases, they are 
optional. 


Unit Sizes. Each entry specifies the minimum 
size for each unit. In some cases units also have 
a maximum size. 


Equipment. Each entry lists the standard 
weapons and armour for that unit. The value of 
these items is included in the points cost. 


Options. Optional weapons and armour are 
listed here together with their extra cost. 


Special Rules. Many troops have special rules 
which are described in this section. 


SLANN MAGE-PRIEST ..............::cccccscessssseeeeneeeeees 405 points each ~ 
M WS BS S&S T W I A Id | 
a: & &§£ F & @ a's | 


Equipment: Slann ride palanquins and are guarded by their bearers. Count the 
bearers’ weapons as hand weapons. Their attacks are included in the profile of the — 
Slann Mage-Priest himself. 


Slann Mage-Priest 


Magic: A Slann Mage-Priest is a Level 4 Wizard. 
Options: 


* One Slann Mage-Priest may be upgraded to a Battle Standard Bearer for +25 
points. A Battle Standard Bearer may carry any magic banner (no points 
limit) in addition to his other magic items. A Battle Standard Bearer may also 
be your army General. 


* May choose magic items from the Common or Lizardman magic item lists, | 
with a maximum total value of 100 points in addition to any magical battle 
standard. 


Special rules: Palanquin, Cold Blooded, Large Target, Shield of the Old Ones, 
Contemplation. 


HEROES 


SAURUS HERO ............... piieiianasae aia .-+--- LOO points per model 
M WS BS 5 tL WwW I A Id 

Saurus Hero 4 5 0 5 5 2 3 4 8 

Cold One 7 3 0 4 4 1 2 1 3 


Equipment: Hand weapon. 
Options: 
* May choose either a great weapon (+4 pts), spear (+4 pts) 
or halberd (+4 pts). 
¢ May wear light armour (+2 pts) and may also carry a shield (+2 pts). 
* May ride a Cold One (+28 points). 


* May choose Marks of the Gods and/or magic items from the Common or 
Lizardman magic item lists, with a maximum total value of 50 points. 


Special rules: Cold Blooded, Scaly Skin (6+). Cold Ones cause fear, are Thick- 
Skinned and are subject to stupidity. 

Note: Saurus heroes are rare and powerful individuals and therefore each of them 
counts as two Hero choices instead of one. 


SKINK HERO. ...............000008 2s sas ens aeons 70 points per model 
M WS BS S&S T W I A ld 
Skink Hero 6 £ 4 4 8 2 » 8 "6 


Equipment: Hand weapon. 

Options: 
* May choose either an additional hand weapon (+4 pts) or spear (+4 pts). 
* May also choose either a short bow (+8 pts) or javelins (+8 pts). 
* May wear light armour (+2 pts) and may also carry a shield (+2 pts). 


* May ride a Stegadon chosen as normal from the Rare Units section of the 
army list at the points cost shown there. 


* May choose Marks of the Gods and/or magic items from the Common or 
Lizardman magic item lists, with a maximum total value of 50 points. 


Special rules: Cold Blooded, Aquatic, Scout. Skink arrows and javelins count as 
Poisoned Attacks. 


SKINK SHAMAN .............. icc ieee 65 points per model 
M WS BS 5§& T W I A Ld 
Skink Shaman 6 2 3 3 24 2 


Equipment: Hand weapon. 


Magic: A Skink Shaman is a Level 1 Wizard. 
Options: 


* One Skink Shaman in the army may be upgraded to a Level 2 Wizard for 
+35 points. 


* May ride a Stegadon chosen as normal from the Rare Units section of the 
army list at the points cost shown there. 


* May choose Marks of the Gods and/or magic items from the Common or 
Lizardman magic item lists, with a maximum total value of 50 points. 


Special rules: Cold Blooded, Aquatic, Scout. 


SE ee rr RR EEE, 


CORE UNITS 


SAURUS WARRIORS ...... —— meenncuanent — 12 points per model 
M WS BS § T WwW I A Id 

Saurus 4 3 0 4 4 1 1 2 7 

Champion 4 3 0 4 4 1 1 & F 


Unit Size: 10+ 
Equipment: Hand weapon and shield. 
Options: 
* Any unit may be equipped with spears (+3 points per model). 
* Upgrade one Saurus Warrior into a Musician for +6 points. 
° Upgrade one Saurus Warrior into a Standard Bearer for +12 points. 
* Promote one Saurus Warrior to a Champion for +12 points. 


Special rules: Cold Blooded, Scaly Skin (6+). 


SKINK SKIRMISHERS ..................0+. iaeionenaraete 8 points per model 
M WS BS 5§& T W I A Id 

Skink 6 2 3 3 2 1 4 1 5 

Champion o 8 & h BB 1 4 1 #5 


Unit Size: 10-20 

Equipment: Hand weapon and short bow. 

Options: 
* Skinks may exchange their short bows for javelins and shield (+2 pts). 
* Promote one Skink to a Champion for +5 points. 


Special rules: Cold Blooded, Aquatic, Skirmish, Scouts. Skink arrows and javelins 
count as Poisoned Attacks. 


0-1 UNITS OF JUNGLE SWARMS ................0. 55 points per model 
M WS BS Ss T WwW I A Ld 

Jungle Swarm 4 3 0 2 2 5 1 5 10 

Unit Size: 1-6 


Special rules: Unbreakable, Poisoned Attacks. 


|| Temple Guard 4 4 0 4 4 
| Champion 4 4 0 4 4 


i] Unit Size: 10+ 


M WS BS_ 5 T WwW I A Ld 
1 
it 
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‘lf Equipment: Hand weapon, halberd and light armour. 
| Options: 
: * The unit may be equipped with shields for +1 point per model. 
* Upgrade one Temple Guard into a Musician for +7 points. 


* Upgrade one Temple Guard into a Standard Bearer for +14 points. 


* A Standard Bearer may carry a Magic Standard worth up to 50 points. 
* Promote one Temple Guard to a Champion for +14 points. 


| 
Special rules: Cold Blooded, Scaly Skin (6+), Sacred Duty. 


FI] ~=SAURUS CAVALRY ........sccssessssesesseseeneneescees 32 points per model 
: MWS BS SS T WD A MM 
| Saurus 4 3 0) 4 4 1 1 2 F 
| Champion 43 0 4 4 Rh 2 38 F 
! Cold One ri 3 0 4 4 1 2 1 3 


' 

| Unit Size: 5+ 

Equipment: Hand weapon, shield and spear. 
i] 


Options: 


* Upgrade one Saurus Warrior into a Musician for +10 points. 


* Promote one Saurus Warrior to a Champion for +20 points. 


BRAM Se = 
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Special rules: Cold Blooded, Scaly Skin (6+), Cause Fear, Stupidity, Thick Skinned. 


| 
* Upgrade one Saurus Warrior into a Standard Bearer for +20 points. 


KROXIGORG.............:ccccceceeceeseeeeeeeeeeeeceeseeeees 50 points per model 
M WS BS 5S rs Ww I A Id 

Kroxigor 6 3 0 5 4 3 tH Dp F 

Champion 6 32 0 3 &£ 3 ff A F 

Unit Size: 3+ 


Equipment: Great weapon. 


Options: 
( * Promote one Kroxigor to a Champion for +20 points. 
Special rules: Cold Blooded, Cause Fear, Aquatic, Scaly Skin (5+). 
i 
SALAAM” nnaqesccvemmmesewaaenan 80 points per unit 
| M WS BS_ 5S T W I A Id 
| Salamander 6 %> 4 4 4 3 2 3 5 
Skink 6 2 3 3 2 1 4 1 5 


* You may take up to 2 Salamanders as a single Special choice. 


Unit Size: 1 Salamander with 4 Skink Runners. 
Equipment: Skink Runners have a hand weapon (goad or prodder). 
Special rules: Cold Blooded, Aquatic, Scaly Skin (6+ for Salamanders), Spit Venom. 


a 
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M WS BS _ 5 T W I A Ld 


Terradon 2 2 3] 3 3 z 4 3 >) 
Terradon & Champion 2 Z 4 3 3 2 


Unit Size: 3-10. 


Equipment: Skink Riders have a hand weapon and short bow. Their attacks are 
included in the profile of the Terradon. 


Options: 
¢ Promote one Skink Rider to a Champion for +10 points. 


Special rules: Flying Unit, Cold Blooded, Mounted. The Skinks’ arrows count as 
Poisoned Attacks. 


RARE UNITS 


0-1 CHAMELEON SKINKS ..................0ccceeeeee 15 points per model 
M WS BS 5 T W I A Id 

Chameleon 6 2 4 38 2 1 4 1 6 

Champion G 2 6B B 2 1 4 QD 6 


Unit Size: 5-10 
Equipment: Hand weapon and blowpipe. 
Options: 


¢ Promote one Skink to a Champion for +6 points. 


Special rules: Cold Blooded, Aquatic, Skirmish, Chameleon. Blowpipe darts count 


as Poisoned Attacks. 


SHEGADONS ccc. cacsemasccmm mmm 265 points per model 
M WS BS_ S&S 2 I A Ld 

Skink 6 “2 3 3 2 1 + L 5 

Stegadon 6 2 0 3 6 &B @ @ § 


Unit Size: 1 Stegadon with either 6 Skink crew or 1 character chosen from the 
Heroes section of the list. 


Equipment: Hand weapon, javelin and shield. If the Stegadon is not ridden by a 
character then it will have a giant bow (crewed by 2 of the 6 Skinks). 


Special rules: Cold Blooded, Howdab. The Skinks’ javelins count as Poisoned 
Attacks. Stegadons Cause Terror, have Scaly Skin (4+) and are Large Targets. 


DOGS OF WAR ..............00065 Sete (points: variable) 


See pages 66-79 for details of Dogs of War. Tichi Huichi’s Raiders would be a 
particularly appropriate regiment for this army. 


To complement the 
work in progress 
Lizardmen army 
list, here are some 
of the Studio’s 
Lizardmen, painted 
by are talented 
*Eavy Metal team. 


A mighty 
Stegadon. 


Kroxigor 


Saurus command group 
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Saurus Hero painted by Werner Klocke. A Slann Mage-Priest on his | palanquin. 
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Skink command group 


A regiment of Saurus march to war. 


Saurus on Cold Ones 


By Darren Latham 


Here is something interesting for all of 
you thinking that the idea of Saurus 
Warriors on Cold Ones sounds like a 
must-have unit and then realising that the 
models are not available for you to buy. 
Darren Latham shows us all just how 
simple it is to create and paint your own 
Saurus cavalry out of models which are 
currently available. 


Converting: Darren started by getting the 
following pieces from Mail Order: 


* 1 plastic Saurus Warrior frame 
* 1 plastic Cold One frame 
* 1 metal Saurus spear arm 
* a small amount of green stuff 


After cleaning the mould lines from his 
collection of parts he first clipped off the 
Saurus tail, then filed the inside of the 
Saurus legs. To help the Saurus Warrior fit 
onto the plastic Cold One, he cut and 
repositioned the Saurus feet. With the aid 
of a small amount of green stuff he filled 
all the gaps and created a new tail for the 
Saurus model. 


Saurus Temple Guard 


Painting: Darren started by spraying the 
model with black undercoat. Using this as 
his base colour he fleshed out the model 
with a mixture of Hawk Turquoise and 
Black. To create his highlights he 
continued to add more Hawk Turquoise, 
and for his final highlight he added 
Bleached Bone. For the Saurus Warrior, 
Darren used a mixture of Black and Scaly 
Green, the highlights created by adding 
more Scaly Green. For the final highlight 
he again added Bleached Bone. The spear 
point and shield were painted with Dwarf 
Bronze with a Chestnut Ink wash. To finish 
the model Darren added small details such 
as painting on some small patterns and 
picking out the eyes and teeth. 


Saurus on Cold one 
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A Bretonnian army list, by Alessio Cavatore 


Welcome, my valiant friends! On the following pages, Alessio Cavatore brings you a report on the honourable knights ut 
protect the borders (and fair maidens!) of the distant land of Bretonnia; their highly disciplined fighting formation, th 
Lance, and rumours of a mystical entity referred to by the people of that noble land as the Lady of the Lake. 


Knights! I love knights! The Bretonnian After the release of Ravening Hordes I I think these revised Lance rules make 


| army is my favourite and the kept an eye on the Bretonnian knights. | Bretonnian knights as effective as thes 
H Bretonnian background is definitely the | There were a number of problems, should be, making them a great choice 
| most appealing to me in the entire most prominently with the new Lance for any army commander. I’ve also 

ie Warhammer world. formation rules, which is what I’ve expanded on the Blessing of the Lady 
i focussed my attention on here. So what which hopefully encourages players t 
4 follows is our work to date on the fight in a suitably honourable and 

} Bretonnians and as ever, we'd love to chivalric Bretonnian fashion. 


~ BRETONNIANS 


hear what you make of it. 


As always, let us know what you think 
and how your battles with these new 
rules are going. 


Forward for Bretonnia an 
damn the cannons 


The Lance 
Formation 


be Bretonnian army can make use of 
= pewerful special formation — the 
Seiehtly Lance. 


Tes is a formation of Bretonnian 
Seeehts, consisting of a single valiant 
Seeehtr in the front, with two Knights 
*sehind him, three behind them, and so 
=. forming a pointed wedge. At full 
charge the Lance can pierce through 
enemy ranks and send foes scattering 
tem the field in rout. 


RANK BONUS 


in a Lance formation the unit gets a 
rank bonus depending on the 
eumber of models in the unit as 
follows: 


Models Rank Bonus 
1-5 none 
6-9 +1 
10-14 +2 
15+ +3 
FORMING A LANCE 


4 unit of Knights can deploy in Lance 
formation at the start of the game. 
Alternatively, a unit of Knights can 
adopt Lance formation during their 
Movement phase by reforming. The 
leader (the model that will be at the tip 
of the Lance) remains where he is. He 
may be turned around to face any 
direction and the unit is rearranged 
around him. Knights in Lance 
formation can adopt a normal 
formation in the same way — the unit 
reforming around the leader. A 
reforming manoeuvre takes a unit’s 
entire Movement phase, so a unit 
which forms into or out of a Lance 
cannot move further that turn. 


When arranging the Lance formation, 
the unit’s Champion is always placed in 
the leader’s position. If the unit 
contains one or more characters then 
the most important must be the leader 
(Dukes first, then Paladins). The unit’s 
Standard Bearer, Musician, Champion 
and any other characters are placed as 
near to the leader as possible. These 
models must be placed on the external 
edge of the formation, in a position 
where they can fight. 


The exceptions to this are Damsels and 
Prophetesses. The Bretonnian player is 
allowed to place these vulnerable 
models in the centre of the Lance, in a 
position where the enemy cannot get 
in base contact with them (see diagram 
1) if possible. This is because the 
Knights would always gallantly defend 
the ladies at the cost of their own life. 
If at any point there aren’t enough 
Knights left to shield the ladies, then 
they will have to move into an exposed 
position. Note that the Knights in front 
of the damsels will block their line of 
sight, stopping them from casting 
magic missiles and other spells that 
require a line of sight to the target. 


The rearmost rank may be lacking 
sufficient Knights to fill it. In this case, 
place the models on the edge of the 
formation so that they can still fight 
(note that this is an exception to the 
normal rules, where spare models in a 
rear incomplete rank must be placed as 
centrally as possible). 


MOVEMENT AND 
MANOEUVRING 


A Lance can manoeuvre by wheeling 
forward as normal, measuring the 
wheel from the widest complete rank. 
The Lance cannot turn, but it can move 
sideways or backwards counting every 
1" moved as 2". It can also wheel 
backwards, always counting every 1" 
moved by the rearmost complete rank 
as 2". The Lance can march move only 
when moving/wheeling forward. 


In order for the Lance to charge, the 
leader must be able to see the target — 
it does not matter whether other 
models can see or not as they simply 
follow their leader. The Lance is 
allowed only one wheel during a 
charge, as normal. 


MAKE WAY, PEASANTS! 


Because of its unusual shape, a unit in 
Lance formation could move forward 
and come into contact with enemies 
that it couldn’t charge because they 
were out of sight of the leader at the 
beginning of the move (see diagram 2). 
Normally, a unit cannot move within 1" 
of an enemy without charging and 
therefore the Lance in this situation 
has to stop before the enemy and 
cannot move forward. In effect it is 
trapped! The only solution is for the 
Lance to move backwards or to reform, 
getting ready for the incoming enemy 
charge. This is fine, being an inherent 
weakness of the otherwise powerful 
Lance formation, and feels all right as 


Son. 


long as the enemies in question 
are solid units. However it seems 
wrong that light units such as 

skirmishers and single characters 
should be able to trap the Lance (it’s 
much easier for them to do so because 
of their great mobility). To solve this 
problem we introduce the Make Way, 
Peasants! rule. When a Lance formation 
moves forward (including wheeling 
forward and charging forward) and 
comes into contact with an unengaged 
light unit that the leader could not see 
at the beginning of the move, then the 
light unit is moved slightly aside, in 
order to create just the necessary space 
for the Lance to move through. A unit 
of skirmishers that is split into two 
Parts as a result of this must go back 
into a legal formation in their next 
Movement phase. For ‘light unit’ we 
mean units of skirmishers as well as 
single models with a Unit Strength of 
lor 2. 


FLANKS, REAR AND 
CHARGING AGAINST 


THE LANCE 


A Lance formation has no flanks as such 
— the long sides of the wedge are 
counted as its front. A Lance does have 
a rear and its rear arc is measured from 
the last complete rank. Charging it in 
the rear will have the same devastating 
effect it has on normal units. 


Enemy units that are mostly in the arc 
of sight of the leader of the Lance must 
charge the Lance to the front of the 
model at the head of the Lance, if the 
front is free (see diagrams 3a and 3b). 
By ‘mostly’ we mean having the 
majority of the models in the unit 
within the arc of sight of the Lance’s 
leader (see page 46 of the Warhammer 


Ns Se 


BRETONNIANS 


book). If the front is already engaged in 
combat from a previous turn, then such 
units can charge the Lance’s closest 
side (see diagram 3c). Enemy units that 
are not in the arc of sight of the Lance’s 
leader can charge against the Lance’s 
closest side or against the rear if they 
are mostly in the Lance’s rear arc (see 
diagram 3a). An enemy charging the 


sides of the Lance does not count as 
charging the flank of the unit, therefore 
no bonuses are earned on combat 
results and no Panic test is required 
when already engaged in combat. 


If a Lance is charged from the side, the 
enemy is aligned against the side of the 
Lance formation. 


CLOSE COMBAT 


Wen charging, the Lance formation is 
eesstioned against the enemy unit with 
te leader in contact and the wedge 
svzyed behind him. This represents 
Se moment of contact — the Lance 
uld pierce the enemy ranks and 

eeeak through, or the Knights could be 
salted by the enemy’s stout resistance. 


« the models at the edge of the Lance 
<n fight if there are enemy directly in 
mont of them and no friendly models 
ae in the way, as shown in Diagram 4 
»ou can download a detailed Lance 
mation movement tray from our 
web site at games-workshop.com). 
<) enemy models directly in front of 
he wedge can fight back against 
models that could have attacked them. 
«J fighting models are considered to 
se ‘touching’ the enemy where such a 
‘stinction is called for. 


a the case of multiple fights, enemy 
models aligned against the side are 
ulowed to fight, and models directly in 
font of the Lance can fight if there are 
no friendly models in the way as 
shown in diagram 5. In this example 
model A can fight, but model E cannot 
secause there are friends between him 
and the Knights directly in front. The 
Anights facing models in both enemy 
units can fight either the ones to their 
‘ront or the ones to the side if th 

draw an unobstructed line to them, 
and they can divide their attacks if you 
prefer. 


The Bretonnian Lance slices through a Dark Elf battle line. 


CASUALTIES 

Casualties are removed from the 
rearmost rank in the usual manner, 
assuming that Knights who fall in 
combat are replaced by those pushing 
forward from behind, When removing 
casualties, take models from the centre 
of the rearmost rank first and leave 
models at the edge of the formation so 
that they can continue to fight. If a 


character is slain, his position must be 
taken by another model from the rear 
ranks of the lance. 


LAPPING AROUND 


Knights in a Lance formation cannot 
lap round an enemy’s flank as can a 
regular unit, nor can the enemy lap 
around a Lance formation. 
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ys The Lady’s 


Blessing 


SUMMONING THE 
BLESSING — THE 
PRAYER OF BATTLE 


Before a battle the Bretonnian Knights 


avowing to fight to the death for 
honour and justice. It is an awesome 
sight to behold as the mists of magic 
seep from the ground in response to 
the Bretonnians’ affirmation of faith. 
The enemy can but watch with dread 
as rays of sunlight break through the 
clouds, glinting on the armour and 
dancing upon the lance tips of the 
Bretonnian host, stirring an 
otherworldly chorus from the very 
earth itself. The foes of Bretonnia 
know that they face divine as well as 
human forces, and uncertainty gnaws 
at their resolve and their hearts sink 
within their quailing breasts. 


The Bretonnian player may petition 
the blessing of the Lady before the 
battle begins, after both sides have 
deployed their army, but before they 
deploy Scouts. If he chooses to 

pray, then the Bretonnian must 
immediately deploy any 
Foresters inside his own 
deployment zone and the 
enemy can deploy his own 
Scouts as normal. The 
enemy can then choose 

to go first or second 

(first being a popular 
choice!), as the whole 
Bretonnian army ia 
must kneel to pray 
before they begin to 
fight. The Lady’s 
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kneel and pray to the Lady of the Lake, 


blessing is automatically granted so 
long as the army remains true to the 
Bretonnian laws of chivalry. 


THE BLESSING 


The Lady’s blessing takes the form of a 
powerful curse upon the enemies of 
chivalry, and in particular upon those 
who make use of foul and 
dishonourable weapons of mass 
destruction and vile sorcery against 
her Knights. 


Consequently, before the enemy can 
shoot against Bretonnian Knights or 
characters with a war machine, whether 
a stone thrower, bolt thrower, cannon, 
or machinery of any kind, he must roll 
a D6 and score 4, 5 or 6 to overcome 
the blessing. He must roll each time 
each war machine wishes to shoot, and 
if he fails the test he may not fire with 
the war machine that turn. The 
machine’s crew is momentarily 
overcome with dread, or their senses 
are befuddled and confused by the 
Lady’s curse, so that they stand around 
in confusion and are unable to 
proceed. 


Other shooters, such as enemy 
bowmen or crossbows, that are 
targeting Bretonnian Knights or 
characters must first roll a 4, 5 
or 6 to overcome the 
blessing. Roll for each 
model, and proceed to 
work out shots from only 
those models that 
successfully overcome 
the curse. The 
remaining individuals 
are unable to 
confront the power 
of the Lady. 
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LOSING THE BLESSING 
The Lady’s blessing is immediately 
lost for the rest of the game if one 
of the following things happen 
during the battle. 


* A unit of Knights or a Knightly 
character chooses to flee as a 
reaction to an enemy charge. 


* The Bretonnian player refuses 
to meet a challenge in a fight 
where a Knightly character (or 
the Champion of a unit of 
Knights) could have accepted it 


* The Bretonnian army shoots 
with missile weapons at a unit 
of cavalry with an armour save 
of 4+ or better, or an enemy 
character. 


¢ The Bretonnian Battle Standard 
is captured by the enemy. 


¢ A Prophetess is killed. 


* Two Damsels are killed (the 
blessing is lost as soon as the 
second Damsel is killed). 


Note that by ‘Knightly Characters’ 
we mean those who have a Virtue. 


Magic items 
You may choose magic items for your 
characters and units from the 
following list and/or the common 
magic items on page 154 of the 
Warhammer rulebook. 


MAGIC WEAPONS 


Sword of Heroes 50 pts 
Against opponents with T5 or above 
the bearer gets +3S and each unsaved 
wound is multiplied into D3 wounds 


The Lady’s Champion Sword 40 pts 
As long as the army has the Blessing 
of the Lady, the bearer may re-roll all 
failed rolls to hit and to wound. If the 
army does not pray for the Blessing at 
the beginning of the game or loses 
the Blessing, the sword counts as a 
non-magical hand weapon. 


Morning Star of Fracasse 30 pts 
Bearer has +2S in the first round of 
combat. For each hit on a close 
combat opponent roll a D6. On 4+, 
if the opponent has a magic weapon, 
it is destroyed. 


Lance of the Quest 

Bearer has +2S on the turn he 
charges. In addition the bearer can 
re-roll failed rolls to hit in the turn he 
charges. 


20 pts 


MAGIC ARMOUR 

‘ssmour of Brilliance 100 pts 
ees 2 4+ armour save and may be 
sembined with other armour as 
eeemal. Opponents are at -1 to hit the 
wearer and his mount with both close 
eembat and shooting attacks. 


The Grail Shield 50 pts 
oes a 6+ armour save and may be 
embined with other armour as 
eermal. Also gives a 4+ Ward save. 
Wodels with the Grail Virtue only. 


‘mirass of Fortune 40 pts 
sees a 5+ armour save and may be 
embined with other armour as 
ermal. Also gives a 5+ Ward save. 


“ethril Great Helm 30 pts 
sves a 6+ armour save and may be 
worn in addition to normal armour. 
"be wearer may re-roll failed armour 


Saves. 


TALISMANS 


Dragon’s Claw 50 pts 
™e bearer and his mount have a 5+ 
Ward save and immunity to Dragon 
Reeath. 


The Mantle of Blood 

‘omy attack that causes multiple 
wounds will always cause only one 
wound against the wearer. In 

eddition, if the wearer is automatically 
wtied by any kind of special attack 
Milling Blow ability, spells, etc.), he 
will only lose one wound (no saves 
sowed), but the mantle itself will be 
destroyed. 


30 pts 


ENCHANTED ITEMS 


Tress of Isoulde 25 pts 
‘ominate one enemy model at the 
»eginning of any Close Combat 
phase. The bearer hits that model on 
an unmodified 2+ for that phase. 

me use only. 


The Ruby Goblet 25 pts 
This magic item will start to work at 
be end of the first phase during 
which the bearer/unit he is with has 
suffered an unsaved wound. The 
searer and the unit he is with have a 
»+ Ward save. 


Holy Icon 45 pts 
‘s long as the army has the Blessing 
f the Lady, the bearer and the unit 
ve is with have Magic Resistance (3). 
tthe army does not pray for the 
Blessing at the beginning of the game 
c loses the Blessing, the item loses 
al its powers. 
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A Bretonnian Duke proudly leads his army to battle. 


ARCANE ITEMS 

Chalice of Malfleur 25 pts 
At the start of each player’s Magic 
phase, the bearer may drink from the 
chalice. If she does so, roll 1D6. On a 
1 the bearer takes 1 wound with no 
save possible. On a 2-6 add 1 extra 
dice to the pool. 


Potion Sacré 10 pts 
This is used before rolling the dice to 
cast or dispel a spell. After the dice are 
rolled, the player may add +1 to the 
result of one dice. This may cause an 
Irresistible Force or prevent a Miscast. 
One use only. 


The Silver Mirror 50 pts 
The bearer may use the mirror against 
a single enemy spell successfully cast 
against her/the unit she is with (even if 
cast with Irresistible Force). The spell 
is reflected back against the caster/the 
unit he is with. The enemy can try to 
dispel his own spell normally (using 
his Power dice as Dispel dice) unless 
the spell has been cast with Irresistible 
Force. This item has no effect on 

spells that are not targeted specifically 
at the bearer/unit she is with. 

One use only. 


MAGIC BANNERS 


Banner of the Lady 


100 pts 
All enemy units with at least one 

model in base contact with the banner 
bearer get no combat bonus for ranks. 


Banner of Defence 50 pts 
All models in the unit which has the 
banner have a 4+ Ward save against 
normal and magical missiles with a 
Strength of 6 or more. 


Valorous Standard 50 pts 
The unit rolls 3D6 for all Leadership- 
based tests (including Break tests) and 
discards the highest. 


Errantry Banner 25 pts 
All Knights Errant in the unit get a +1 
Strength bonus on the turn they 
charge (no effect on steeds and on 
characters who have joined the unit). 
Knights Errant only. 


The Banner of Chalons 10 pts 
The enemy cannot choose the stand & 
shoot charge reaction against the unit 
carrying the banner. 


The following special rules apply 
to the Bretonnian army. 


BRETONNIAN 
SPECIAL RULES 


Bretonnian Knights often fight in a 
special formation called a Lance. See 
page 93 for rules on this unique 
formation. 


¢ Bretonnian armies can benefit from 
the Blessing of the Lady of the Lake. 
See page 96 for the on this special 
protection. 


* Dukes and Paladins equipped with a 
normal lance and a magic weapon 
will always use their lance when 
charging and then use the magic 
weapon in the second and 
subsequent turns of a close combat. 


¢ The army must always include a 
Paladin Battle Standard Bearer. This 
model does not count towards the 
maximum number of characters 
included in the army. 


¢ Bretonnian warhorses do not suffer 
-1 Movement for barding. 


¢ The Knight’s Virtue: The model is 
immune to panic caused by units 
that are not Knights. 


¢ The Questing Virtue: The model is 
immune to panic. 


¢ The Grail Virtue: The model is 
Immune to Psychology. 


SELECTING THE ARMY 


See page 238-9 of the Warhammer 
rulebook with the following additions 
and amendments when choosing your 
Bretonnian army: 


CHOOSING CHARACTERS 
Characters are divided into two broad 
categories: Lords (the most powerful 
characters) and Heroes (the rest). The 
maximum number of characters an army 


can include is shown on the chart below. 


Army Value Maximum Maximum 
Characters Lords 
< 2,000 5) 0 
2,000-2,999 4 up to 1 
3,000-3,999 6 up to 2 
+1,000 +2 max 1 max 


IMPORTANT: The number of characters 
is the total number of characters allowed 
in the army including Lords. For 
example: a 2,500 points Bretonnian 
army may have up to four characters in 
total, of which one may be a Lord 

(ie, one Lord + three Heroes). 


An army does not have to include the 
maximum number of characters allowed, 
and can always include fewer than 
indicated down to a minimum of one 
(the General). Similarly, an army does 
not have to include Lords; it can include 
all of its characters as Heroes if you 
prefer. Remember that on top of the 
characters allowed by the chart, the 
Bretonnian army must include a Battle 
Standard Bearer. 


DURE snxanacax seca cabasasanerecemanmasecarer sseesemesenes 100 points each 
Profile M WS BS S T W I A Id 
Duke + 6 3 4 4 3 6 4 9 
Warhorse 8 3 0 3 3 1 3 1 5 
Hippogriff 7 4 0 5 5 4 4 4 8 
Pegasus 8 3 0 4 4 3 4 259 TF 


Equipment: Hand weapon. May have a great weapon (+6 pts) or a lance (+6 pts 
May wear heavy armour (+6 pts) and may carry a shield (+3 pts). 


Options: 


¢ A Duke may have magic items from the Common or Bretonnian magic 
items list with a maximum total value of 100 pts. 


¢ A Duke may ride a Hippogriff (+200) or a Pegasus (+50 pts). If not 
mounted on a Hippogriff or Pegasus, the Duke must ride a barded 
warhorse (+21 pts). 


Special Rules: A Duke has the Knight’s Virtue. He can be given the Questing 
Virtue (at +10 pts) or the Grail Virtue (+20 pts). 


A Hippogriff or Pegasus can fly. A Hippogriff is a large target and causes terror 


PROPHETESS OF THE LADY .................... ....-. 160 points each 
Profile M WS BS S T W I A Id 
Prophetess 4 3 >» 5% 8B 8 3 1. 8 
Warhorse 8 3 0 3 3 1 3 1 5 
Pegasus 8 3 0 4 4 3 4, wae, 7 


Equipment: Hand weapon. 


Magic: A Prophetess is a Level 3 Wizard. This may be increased to Level 4 at a 
cost of +35 points. Prophetesses may use the lores of Beasts, Life, Heavens or 
Light from the Warhammer rulebook. 
Options: 
¢ A Prophetess may have magic items from the Common or Bretonnian 
magic items list with a maximum total value of 100 pts. 


* A Prophetess may ride a Pegasus (+50 pts) 
or a warhorse (+15 pts), which may have barding (+ 6 pts). 


HEROES 


1+ PALADIN ..............00++ ssseneas disses eeateruansensae ss 60 points each 
Profile M WS BS_ S§&S T W I A Id 
Paladin 4 5 3 4 4 2 5 3 8 
Warhorse 8 fe) 0 3 3 1 3 1 5 
Pegasus 8 3 0 4 4 3 4 2 7 


Equipment: Hand weapon. May have a great weapon (+4 pts) or a lance (+4 pts) 
May wear heavy armour (+4 pts) and may carry a shield (+2 pts). 


Options: 


¢ A Paladin may have magic items from the Common or Bretonnian magic 
items list with a maximum total value of 50 pts. 


¢ A Paladin may ride a Pegasus (+50 pts). If not mounted on a Pegasus, the 
Paladin must ride a barded warhorse (+14 pts). 


¢ The army must include one extra Paladin, who must be upgraded to a 
Battle Standard Bearer at no additional cost. He may carry any magic 
banner (no points limit), but if he does so he may take no other magic 
items. He may not be given any extra equipment except heavy armour and 
the mandatory barded warhorse. A Battle Standard Bearer may not be 
your army general, nor may he ride a Pegasus. 


Special Rules: A Paladin has the Knight’s Virtue. He can be given the Questing 
Virtue (at +10 pts) or the Grail Virtue (+20 pts). 
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DAMSEL OF THE LADY............... Se ....-- 60 points each 


Profile M WS BS_ S§ TW I A Id 
Damsel 4 3 5 3 3 2 3 it 
Warhorse 8 3 0 3 3 1 3 1 


Equipment: Hand weapon. 


Magic: A Damsel is a Level 1 Wizard. This may be increased to Level 2 at a cost of 


+35 points. Damsels may use the lores of Beasts, Life, Heavens or Light from the 


Warhammer rulebook. 


Options: 


* A Damsel may have magic items from the Common or Bretonnian magic 


items list with a maximum total value of 50 pts. 


¢ A Damsel may ride a warhorse (+10 pts), which may have barding (+ 4 pts). 


CORE UNITS 


KNIGHTS ERRANT.................000+ seeseeeeeee 21 points per model 
Profile M_ WS BS S T W _ I <A _ Id 
Knight Errant Ae 3 Sep. Su 3. Sa | Uda 

Champion Boe 3 2) he eee ee | 2) on 87 Bars 

Warhorse Bos 3 Oma. 3. 0 =| eta 

Unit Size: 5+ 


Equipment: Hand weapon, lance, heavy armour and shield. Ride barded 
warhorses. One Knight must always be upgraded to a Standard Bearer at no 
additional cost. 


Options: 
* Upgrade one Knight to Musician (+8 pts). 
* Promote one Knight to Champion (+16 pts). 
* The Standard Bearer may carry a magic banner worth up to 25 pts. 


Special Rules: Knights Errant have the Knight’s Virtue. 


KNIGHTS OF THE REALM.................2006+ 25 points per model 
Profile M WS BS S T W I A ld 
Knight EE See Sims ill | ice lion ees 
Champion 4 + 3 Su 1 3 2 SRS 
Warhorse 8 3 OK. ESE Sahel SES 
Unit Size: 5+ 


Equipment: Hand weapon, lance, heavy armour and shield. Ride barded 
warhorses. One Knight must always be upgraded to a Standard Bearer at no 
additional cost. 


Options: 
* Upgrade one Knight to Musician (+9 pts). 
* Promote one Knight to Champion (+18 pts). 


* The Standard Bearer may carry a magic banner worth up to 50 pts. 


Special Rules: Knights of the Realm have the Knight’s Virtue. 


A Damsel of the Lady. 


CHOOSING TROOPS 

Troops are divided into Core, Special and 
Rare units. The number of units of each 
type that are available to you depends 
upon the points value of your army. This 
is indicated on the chart below. 


Army Value Core Special Rare 
< 2,000 2 0-3 0-1 
2,000-2,999 3+ 0-4 0-2 
3,000-3,999 4+ 0-5 0-3 
+1,000 +1 +1 +1 


For example, if you are choosing a 2,000 
points army you must take a minimum of 
three Core units and could choose to 
take up to four Special and/or up to two 
Rare units. 


In addition, if an individual entry has a 
number limiting it, eg. 0-1, then you may 
only have up to that many in your army. 


UNIT ENTRIES 

Each unit is represented by an entry in 
the army list. The unit’s name is given 
and any limitations that apply are 
explained. 


Profiles. The characteristic profiles for 
the troops in each unit are given in the 
unit entry. Where several profiles are 
required, these are also given even if, as 
in many cases, they are optional. 


Unit Sizes. Each entry specifies the 
minimum size for each unit. In some 
cases units also have a maximum size. 


Equipment. Each entry lists the 
standard weapons and armour for that 
unit. The value of these items is 
included in the points cost. 


Options. Additional or optional 
weapons and armour are listed here 
together with their extra cost. 


Special Rules. Many troops have special 
rules which are described in this section. 
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MEN-AT-ARMG..............sccccccecssssssssssseeeeeeees 4 points per model 


Profile M WS BS S TT W I A Id 
Man-at-arms 4 3 S & Bb @ 5 Lee 
Sergeant 4 3 3 3 68 1 3 5m 


Unit Size: 10+ 


Equipment: Hand weapon and light armour. May have halberds (+2 pts\model) 
or spears (+2 pts per model). May carry shields (+1 pt per model). 


Options: 
* Upgrade one Man-at-arms to a Musician (+5 pts). 
* Upgrade one Man-at-arms to a Standard Bearer (+10 pts). 


* Promote one Man-at-arms to a Sergeant (+10 pts). 


SPECIAL UNITS 


BOWMEN cxcccncctctnmntinmatiwwomnstenee 8 points per model 
Profile M WS BS S T W I A Id 
Bowman 4 3 > 5% 8 1 ee i 
Sergeant 4 3 3 3 8 1 3 A: lh 


Unit Size: 10+ 
Equipment: Hand weapon and longbow. May have light armour (+1 pt\model). 
Options: 

* Upgrade one Bowman to a Musician (+5 pts). 

* Upgrade one Bowman to a Standard Bearer (+10 pts). 


* Promote one Bowman to a Sergeant (+10 pts). 


SQUIRES wonsccosccenasasescssnassenscseassncnsacnnasensoess 9 points per model 
Profile M WS BS_5& T W I A Id 
Squire 4 3 3 3 8 1 3 Lh 
Gamekeeper + 3 4 3 3 1 3 1 7 


Unit Size: 5-15 
Equipment: Hand weapon and longbow. 
Options: 
* Promote one Squire to a Gamekeeper (+5 pts). 


* One unit of Squires in the army can be upgraded to Foresters at a cost of 
+1 pt per model. 


Special Rules: Squires are Skirmishers. Foresters are Skirmishers and Scouts. 


MOUNTED SQUIRES ............sseeseseeeeeeeee 16 points per model 
Profile M WS BS S T W I A _ Id 
Squire 4 68 3 38 3 It 3i° ee 

Gamekeeper 4 3 4 3% 3 fw 3 ae 

Warhorse 8 3 0 3 6 1 3 1 25 

Unit Size: 5+ 


Equipment: Hand weapon, spear and bow. Ride warhorses. 
May carry shields (+2 pts per model). 


Options: 
* Upgrade one Squire to a Musician (+7 pts). 
* Upgrade one Squire to a Standard Bearer (+14 pts). 
* Promote one Squire to a Gamekeeper (+7 pts). 


Special Rules: Fast Cavalry. 
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RARE UNITS 


QUESTING KNIGHTS ...............--.ceceeeeeee 29 points per model 


Profile M WS BS S T W I A Id 
Knight 44 6 €@ @ @ & &@ @ 
Champion 4 4 3 4 3 1 4 2 8 
Warhorse 8 3 0 3 3 J x - 3 
Unit Size: 5+ 


Equipment: Hand weapon, lance, heavy armour and shield. Ride barded 
warhorses. One Knight must always be upgraded to Standard Bearer at no 
additional cost. 


Options: 
* Upgrade one Knight to a Musician (+9 pts). 
* Promote one Knight to a Champion (+18 pts). 
* The Standard Bearer may carry a magic banner worth up to 50 pts. 


Special Rules: Questing Knights have the Questing Virtue. 


0-1 GRAIL KNIGHTS ................:eeeseeeeeee 32 points per model 
Profile M WS BS S T W I A Id 
Knight 4 8 » 4 68 tf © @ 8 
Champion 4 5 3 4 3 1 4 2 8 
Warhorse 8 3 Oo & 38 1 3 1 5 


Unit Size: 5+ 


Equipment: Hand weapon, lance, heavy armour and shield. Ride barded 
warhorses. One Knight must always be upgraded to Standard Bearer at no 
additional cost. 


Options: 
* Upgrade one Knight to a Musician (+10 pts). 
* Promote one Knight to a Champion (+20 pts). 
* The Standard Bearer may carry a magic banner worth up to 75 pts. 


Special Rules: Grail Knights have the Grail Virtue. 


To coincide with the work in 
progress Bretonnians army list, 
a veritable army of noble 
Bretonnians painted by the 
*Eavy Metal team have 
thundered onto this 
showcase. ao 

= 


Grail Knight 


Damsel of the Lady 


sal 
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Knights, painted by Dave Andrews. 


1022 “‘EAVY METAL SHOWCASE 


Questing Knights in lance formation. 


Dave Andrews’ incredible - joust diorama, 
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DAEMON HORDE 


A Daemon army list by Anthony Reynolds 


Let the Old World tremble, for in the following pages the power of the Daemons is revisited! This new Daemon Horde 
army list is an update of the list printed in Ravening Hordes, with revised points values and special rules. All the 
rules presented here replace those regarding Daemons which are already in print elsewhere, such as the Daemonic 


Miscast table printed in White Dwarf 259. 


Entering the material realm in the Chaos Wastes, Daemon 
hordes rampage across the known world in an orgy of 
slaughter and destruction, their insatiable appetite for 
bloodshed and carnage driving them ever onwards. They 
are a terrifying foe to behold, a blasphemous offence to 
the order of the natural world, their unnatural presence 
often pushing fragile mortal minds over the edge into the 
depths of insanity. 


Daemons are creatures of pure chaos, their physical 
substance made up of the raw, magical energy which 
saturates the Warhammer world. They are nightmarish 
horrors, with a makeup and psyche utterly alien to mortal 
comprehension. They manage to hold on to their physical 
form through sheer strength of will, and require neither 
air, food nor rest. Sustaining themselves in the material 
realm is a taxing process, and thankfully for the mortals 
of the known world, Daemons cannot maintain their 

presence indefinitely, eventually slipping 
back into their torrid ether-realm, 
where they plot their return to the 
physical realm. 


Servants of the four great gods of 
Chaos form the mainstay of the 
Daemons that ravage the 
Warhammer world. Daemons of 
Khorne, the Blood God, are 
insanely strong and ferocious, 
frenzied creatures whose 
eternal blood-lust knows no 
fulfilment. The servants of 
Tzeentch, the manipulative 
Master of Sorcery and Eternal 
Fluctuation, are bizarre 
creatures of subtle power and 
cunning. The Daemonic 
servants of Nurgle are 
putrescent spreaders of 
pestilence and plague, corrupt 
and loathsome. Slaanesh, the 
power of excess, is served by 
Daemons of beguiling, 
disturbing beauty and horror. 


AN, PSS 
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Daemons march to war against 
any who would stand against 
them, indiscriminate of foe, 
lesser Daemons led by 
towering, immortal Daemon 
Princes and the Greater 
Daemons, being of 
unfathomable presence and 
power. As the power of Chaos 
waxes, growing ever stronger, 
more Daemons spill out of the 
Chaos Wastes intent on nothing 
less than the destruction of the 
mortal world. 


DAEMONIC SPECIAL RULES 


Daemons are non-material creatures and struggle constantly 
to maintain their presence in the physical realm. When their 
tenuous foothold in the material realm is severed they are sent 
screaming back to the ether, where they plot their eventual 
return. They hold no fear of physical injury, for in essence they 
are not corporeal beings. However, Daemons will seek to extend 
their existence in the real world at any cost, for it is only when 
in the physical realm that they can work directly to destroy it. 
Creatures of pure chaos, they are particularly susceptible to the 
effects of magic, which wounds them in ways that mundane 
weapons cannot. 


The following special rules apply to all characters and troops in 
a Daemon army, except Chaos Spawn: 


Daemonic Instability and Break Tests 

When Daemons lose a combat they must take a special 
Daemonic Instability test. In a multiple combat, each Daemon 
unit on the losing side takes a separate test. 


1. Calculate combat resolution as normal. If the Daemons have 
lost the combat, take a Daemonic Instability test in the same 
manner as a Break test, with all the relevant modifiers for 
combat resolution. For each point that the unit fails its 
Daemonic Instability test by, it suffers 1 additional wound (no 
saves of any kind, not even Regeneration or Ward saves, are 
allowed against such wounds). If characters are present in the 
unit, or if they are riding a Daemonic steed, the controlling 
player can decide how to allocate the wounds among the unit, 
the Daemonic steed and the characters. If a Daemon unit is 
wiped out by Daemonic Instability in the first turn of combat, 
the enemy gets the option to make an overrun move as normal. 


2. In addition, use the same result rolled for the Daemonic 
Instability test to check to see if the Daemons flee. The 
Daemons count as being stubborn, so their unmodified 
Leadership value is used (Nurglings ignore this second step, 
being Unbreakable, although they may still take wounds from 
Instability). 


Eg, a unit of 20 Bloodletters loses a combat by 4. The controlling 
player rolls 8 for their Daemonic Instability test. For the first part 
of the Instability test, the Leadership of the Daemons is affected 
by combat resolution. The Daemons have a Leadership of 9, 
reduced to 5 by combat resolution, so they fail the test by 3 (8- 
5=3), and so take 3 wounds, losing 3 models. For the next part 
of the Instability test, the Daemon unit must see if it breaks, 
using the same dice score of 8. Because they are counted as 
being stubborn the Daemons have an unmodified Leadership of 
9, so do not run and will fight on. 


Immune to Psychology 
Daemons are Immune to Psychology except for being stubborn 
(see page 112 of the Warhammer rulebook). 


Cause Fear 
Daemons are unearthly creatures and cause fear (see page 81 of 
the Warhammer rulebook). 


Daemonic Aura 

Daemons have a Ward save of 5+. However, Daemons are 
particularly vulnerable to magic, so this Ward save is ignored for 
wounds suffered from spells and magic items. 


Daemonic Attacks 
Daemonic attacks count as magical, so can wound ethereal 
creatures, etc. This includes ranged attacks (such as shooting 
from Tzeentch Flamers). 


The Lord of Change has a total command of sorcery. 


DAEMONIC MAGIC 


Daemons may use any lore of magic from the Warhammer 
rulebook. However, no lore can be taken twice until all the lores 
are taken, in which case a second Daemon may use that lore also. 
In the same vein, no lore may be taken a third time until all lores 
are taken twice, and so on. 


Each Core unit of Daemons will generate both Power and Dispel 
dice if they are led by a spellcasting Exalted Daemon or the unit 
is within 6" of a Greater Daemon or a Daemon Prince with 
spellcasting capabilities. A unit of Daemons cannot ever cast 
spells themselves — they merely generate Power and Dispel dice 
that can be used by spellcasting Daemons and Daemonic 
Wizards. See the chart below for the number of dice generated. 
Note that an Exalted Daemon that has joined a unit does count 
towards the total number of Daemons in the unit. 


Number of 

Daemons in Unit: 0-5 6-15 16-25 26+ 
Power Dice 0 1 2 3 
Dispel Dice 0 iL 1 2 


Eg, a unit of 20 Daemons will generate 2 Power dice and 1 Dispel 
dice; 8 Daemons will generate 1 Power dice and 1 Dispel dice, so 
long as they are led by a spellcasting Exalted Daemon (or a 
spellcasting champion in the case of Horrors), or are within 6" of 
a Greater Daemon or spellcasting Daemon Prince. 


Bloodletters do not generate any Power dice, but generate 
double the Dispel dice of normal Daemons if they are led by an 
Exalted Daemon (NOT a spellcaster) or if the unit is within 6" of 
a Greater Daemon, a sorcerous Daemon Prince or a Khorne 
Daemon Prince. 


Greater Daemons and sorcerous Daemon Princes generate Power 
dice and Dispel dice as normal according to their level. 


Sorcerous Exalted Daemons do not generate any Power or Dispel 
dice. However, they count as Level 2 Wizards for all other 
purposes, such as how many spells they may take, and how many 
Power dice may be expended when casting. 


You may not target friendly Khorne Daemons with magic. 
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DAEMONIC GIFTS 


Daemonic Gifts are chosen just like magic items and so each one 
can only be chosen once per army. However, the Gifts that 
Greater Daemons get as standard do not count towards this 
restriction. An Exalted Daemon with a Daemonic Gift that 
specifies a particular Chaos power may not join a Daemon unit 
of any other Chaos power. For example, an Exalted Daemon with 
the Armour of Khorne may not join a unit of Nurgle 
Plaguebearers. 


Tzeentch’s: Wallis acs. caw came sae 75 points 
Tzeentch Daemons Only 

The Daemon may re-roll a single D6 once per turn. The re-roll 
entitles the player to take any single D6 dice (including one of 
the dice rolled on a 2D6, 3D6, etc.) he has rolled and roll it 
again. Any dice can be re-rolled, and the re-roll can even 
potentially avoid a Miscast or cause Irresistible Force. 


Aura of Slaanesh...... spas Yo Tonen apis te am 50 points 
Slaanesh Daemons Only 

Enemy units within 6" of one or more Daemons with the Aura of 
Slaanesh suffer a -1 modifier to their Leadership. 


Chaos Disruption ............... 50 points 
Missile fire directed at the bearer and the unit he is with suffers 
a -1 to hit penalty in addition to any other modifiers. 


Radiance of Dark Glory........... 40 points 
Daemons within 6" of a Daemon with Radiance of Dark Glory 
suffer one less wound than they normally would when defeated 
in combat. Eg, a unit of Plaguebearers loses a combat and should 
lose 2 models from Daemonic Instability, but because the 
Daemon with this gift is within 6", it only 2 models are lost. 


Oey, 


Blade of the Ether............... 40 points 


Any model struck by the Blade of the Ether is allowed no armour 
save. 


Nurgle’s Cloud of Flies 
Nurgle Daemons Only 

Any enemy model in base-to-base combat with one or more 
Daemons with the gift of Nurgle’s Cloud of Flies suffers a -1 to hit 
penalty. 


Diabolic Splendour.............. 35 points 
A Daemon with Diabolic Splendour treats its Daemonic Aura as a 
normal Ward save, so it does get to save against spells and magic 
items. This power is also conveyed onto any Daemonic unit that 
the Daemon joins. 


Spellbreaker 265s sawn t eoun ween s 25 points 
Once per battle a Daemon with the Spellbreaker gift may 
automatically dispel an enemy spell, except those cast with 
Irresistible Force. 


Armour of Khorne............... 20 points 
Khorne Daemons Only 
4+ Armour save. This is in addition to the Daemonic Aura save. 


Blood Greed of Khorne 
Khorne Daemons Only 

The model is subject to frenzy. This is an exception to Daemons 
being Immune to Psychology. 


Sorstia te) vaviemr oy cones 20 points 


Soul Hunger ............ enenegtte ety 20 points 
The Daemon can re-roll any missed close combat attacks on the 
turn it charges. 


Here is gathered part of the massive army of the Daemon Prince G’harr Nazzyak Shubdelbarak, lord of wanton destruction. 


CHOOSING A DAEMON ARMY 


Daemons are a terribly powerful foe, a nightmarish army that 
excels in close combat, where they have no peer. Daemon 
Princes and Greater Daemons are amongst the most dangerous 
creatures in the Warhammer world, and even the most lowly of 
Lesser Daemons is capable of tearing a man in two. When they 
march to war, the world itself trembles before them. 


See page 238-9 of the Warhammer rulebook for details on 
choosing army, with the following additions and amendments. 


CHOOSING CHARACTERS 


haracters are divided into two broad categories: Lords (the 
most powerful characters) and Heroes (the rest). The maximum 
number of characters an army can include is shown on the chart 
below. 


Army Value Max. Characters Max. Lords 
< 2,000 3 0 

2,000-2,999 4 up to 1 

3,000-3,999 6 up to 2 
+1,000 +2 max 1 max 


IMPORTANT: The number of characters is the total number of 
characters allowed in the army including Lords. 


An army does not have to include the maximum number of 
characters allowed, and can always include fewer than indicated 
down to a minimum of one (the General). Similarly, an army 
does not have to include Lords, it can include all of its characters 
as Heroes if you prefer. 


CHOOSING TROOPS 

Troops are divided into Core, Special and Rare Units. The 
number of units of each type that are available depends upon the 
points value of your army. This is indicated on the following 
chart. 


DAEMON HORDE \KOa 


Army Value Core Special Rare 
< 2,000 2+ 0-3 0-1 

2,000-2,999 Ot 0-4 0-2 

3,000-3,999 4+ 0-5 0-3 
+1,000 +1 en +1 


For example, if you are choosing a 2,000 point army you must 
take a minimum of 3 Core Units and could choose to take up to 
4 Special Units and/or up to 2 Rare Units. 


In addition, if an individual entry has a number limiting it, for 
example 0-1, then you may only have up to that many units of 
that type in your army. 


UNIT ENTRIES 


Each unit is represented by an entry in the army list. The unit’s 
name is given and any limitations that apply are explained. 


Profiles. The characteristic profiles for the troops in each unit 
are given in the unit entry. Where several profiles are required, 
these are also given even if, as in many cases, they are optional. 


Unit Sizes. Each entry specifies the minimum size for each unit. 
In some cases units also have a maximum size. 


Special Rules. Many Daemonic units have special rules which 
are described in this section. 


CHAMPIONS, 
MUSICIANS & STANDARD BEARERS 


Units of Lesser Daemons may upgrade a model to a Musician for 
+8 points, or to a Champion or Standard Bearer for +16 points 
each. Units of Daemon Cavalry may upgrade a model to a 
Musician for +10 points, or to a Champion or Standard Bearer 
for +20 points each. 


A Champion will have +1 Attack. 


This fiend has gathered together dacmonic hosts of each of the four great Chaos powers to bring terror to the Warhammer world. 
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DAEMON HORDE 


LORDS 


GREATER DAEMON OF KHORNE 
Bloodthirster .................. 


M WS BS Ss T WwW I A 
Bloodthirster 6 10 O z 6 7 10 8 10 


SPECIAL RULES 
Counts as one Lord choice and one Hero choice. 


Causes terror, Large Target, may Fly. 


Daemonic Gifts: Bloodthirsters have the Armour of Khorne Gift, 
and may choose up to 50 points worth of other Daemonic Gifts. 


Khorne’s Favour: Magic Resistance (3). 


GREATER DAEMON OF SLAANESH 


Keeper of Secrets............... 595 points per model 


M WS BS S T Ww I A Id 
Keeper of Secrets 8 9 0 6 6 6 10 6 10 


SPECIAL RULES 
Counts as one Lord choice and one Hero choice. 


Causes terror, Large Target. 
Magic: Level 4 Wizard. 


Daemonic Gifts: The Keeper of Secrets has the Daemonic Gift 
Aura of Slaanesh, and may choose up to 50 points worth of other 
Daemonic Gifts. 


Soporific Musk: Every enemy model touching the Keeper of 
Secrets at the beginning of the Close Combat phase loses 1 
Attack, down to a minimum of 1. Models which are Immune to 
Psychology are immune to this power. 


GREATER DAEMON OF TZEENTCH 
Lord of Change 625 points per model 


M WS BS Ss Xi W I A Id 
Lord of Change 6 6 6 6 6 6 10 5 10 


SPECIAL RULES 
Counts as one Lord choice and one Hero choice. 


Causes terror, Large Target, may Fly. 
Magic: Level 4 Wizard. 


Daemonic Gifts: Lords of Change have the Daemonic Gift 
Tzeentch’s Will, and may choose up to 50 points worth of other 
Daemonic Gifts. 


Master of Sorcery: Lords of Change have one extra spell than 
normal, so have five spells instead of four. 


GREATER DAEMON OF NURGLE 


Great Unclean One.............. 595 points per model 


M WS BS _ 5S T WwW i! A Id 
Great Unclean One 4 8 0 6 6 10 4 6 10 


Equipment: Plague Flail: Magical Weapon. Poisoned attacks. 


SPECIAL RULES 
Counts as one Lord choice and one Hero choice. 


Causes terror, Large Target. 
Magic: Level 4 Wizard. 


Daemonic Gifts: The Great Unclean One has the Daemonic Gift 
Nurgle’s Cloud of Flies, and may choose up to 50 points worth 
of other Daemonic Gifts. 


DAEMON PRINCE 


M WS BS Ss i WwW I A Id 
Daemon Prince 6 7 0 5 5 4 8 4 10 


wh iets eel es Ss 250 points per model 


SPECIAL RULES 
Counts as one Lord choice and one Hero choice. 


Causes terror, may Fly. 


Magic: Daemon Princes (except Khorne Daemons) may be 
Wizards, at +40 points per level. 


Daemonic Gifts: Daemon Princes may choose up to 100 points 
worth of Daemonic Gifts. 


HEROES 


1 EXALTED DAEMON 95 points per model 
M WS BS S T WwW I A Id 
Ex. Daemon 4 6 6 5 4 2 7 3 10 


SPECIAL RULES 

Mount. Exalted Daemons may ride the mount of their chosen 
god, or any if Chaos Undivided. See the Daemon Cavalry entry 
for points cost. 


Magic: May become a Spellcaster (except for Khorne Daemons) 
for 50 points. 


Daemonic Gifts: May take up to 50 points worth of Daemonic Gifts. 


CORE UNITS 


LESSER DAEMONS 


Bloodletter....... 19 points Plaguebearer ..... 21 points 
Daemonette...... 20 points | {o) «(ee 18 points 
M WS BS_ § T Ww I A Id 
Bloodletter 4 5 5 5 3 1 6 2 69 
Plaguebearer 4 Dae Sige -4 1 hae6: 7 PAR 
Daemonette 4 5 5 4 3 1 6 3 9 
Horror 4 SHES peas S. Li 36 2A 


Unit Size: 10+ 


SPECIAL RULES 
Horror Champions may be upgraded to Spellcasters for 
+40 points. They follow the same rules as for spellcasting 
Exalted Daemons. 


SPECIAL UNITS 


NURGLINGS ...... Sid AS andes 45 points per model 

M WS BS S u W I A Id 
Nurglings 4 3 3 3 3 4 2 4 9 
Unit Size: 1-5 


SPECIAL RULES 
Unbreakable. 


FLAMERS OF TZEENTCH...... 37 points per model 
M WS BS_ § T WwW I A Id 


Flamer 9 3 5 4 4 1 4 2 9 
Unit Size: 3+ 


SPECIAL RULES 
Shoots flames up to 6". Each hit causes D6 S3 hits on any unit hit. 
Ignore obstacles when moving. 


Follow the rules for fast cavalry, but do not count as cavalry for 
any other purpose. 


FLESH HOUNDS.............. 35 points per model 
M WS BS S T WwW I A Id 


Flesh Hound 9 5 0 4 4 1 6 2 9 


Unit Size: 5+ 


SPECIAL RULES 
Spells that affect the unit are automatically dispelled, even if cast 
with Irresistible Force. 


DAEMON HORDE 


FIENDS OF SLAANESH........ 30 points per model 
M WS BS _ 5S T WwW I A Id 
Fiend i 4 0 + 4 1 5 3 9 


Unit Size: 5+ 


52 points per model 
M WS BS _ 5S T Ww I A Ld 
Beast of Nurgle 5 3 oO 3 5 3 $ DE 9 


Unit Size: 3+ 


SPECIAL RULES 
Poisoned Attacks. 


CHAOS SPAWN ............... 50 points per model 
M WS BS _ 5 T Ww I A Id 


Chaos Spawn 2D6 3 0 4 4 5 3 D6 10 
Unit Size: 1+ 


SPECIAL RULES 

Unbreakable, causes fear. Moves 2D6" towards enemy model 
(Chaos player’s choice). Stops if contacts any unit (counts as 
charging) and fights with D6 Attacks, hitting automatically. 


RARE UNITS 


DAEMON CAVALRY 


Bloodletter....... 19 points Juggernaut ..... +67 points 
Plaguebearer ..... 21 points _ Beast of Nurgle . . +52 points 
Daemonette...... 20 points Steed of Slaanesh +15 points 
M WS BS_ 5S T Ww I A Id 
Bloodletter 4 5 P) 5 3 1 6 2 9 
Juggernaut 6 4 300 6 5 3 2 2 9 
Plaguebearer 4 5 5 4 4 1 6 2 9 
BeastofNurgleeS 3 0 3 5 3 3 D6 9 
Daemonette 4 > 3 4 3 1 6 3 9 
SteedofSlaanesh10 4 0 4 4 126 ghee) 


Unit Size: 5+ for Daemonettes, 3+ for others. 


SPECIAL RULES 
Bloodletters ride Juggernauts, Plaguebearers ride Beasts of 
Nurgle, and Daemonettes ride Steeds of Slaanesh. 


Daemonettes on Steeds count as cavalry, others are treated as 
ridden monsters. 


The Steed of Slaanesh conveys a 5+ armour save onto the 
Daemonette riding it, in addition to the Daemonette’s 5+ 
Daemonic Aura Ward save. 


If a Bloodletter on a Juggernaut or Plaguebearer on a Beast of 
Nurgle is hit by missile fire, randomise whether the rider or 
mount is hit as with ridden monsters. In close combat either may 
be attacked separately. If the rider is killed the mount fights on. If 
the mount is killed the rider is removed with it. 


See the Lesser Daemon entries for the rules for Bloodletters, 
Plaguebearers and Daemonettes. 
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Daemons are powerful and 
terrifing creatures formed of 
pure magic. We thought we’d 
take this chance to show off 
some of these exquisitely 
painted, stunning models. 


Keeper of Secrets, 
Greater Daemon of Slaanesh, 


painted by Richard Gray. 


Amon'Chakai, Greater Daemon of Tzeentch, 
Lord of Change painted by Franz Sander. 


EE TE RT 


eter Daemon duel between a 
ithirster, Greater Daemon of Khorne, 

a Keeper of Secrets, Greater Daemon of 
enesh, painted by Jakob Nielsen. 


Warhammer 
Siege 


Siege rules update by Gav Thorpe & Alessio Cavatore 


On the following pages, the Tilean scribe Cavatore and I have delved into the art 
of siege warfare, to investigate the tumbling down of walls, the morale of the 
troops and that ultimate arbiter of Sigmar’s grace — victory. Also, whilst 
ruminating on such castlesque subjects, I discovered the ancient tactic of the 
Undermine, which is presented for you to use. Enjoy, then, our ponderous 
labourings, o faithful adherent to all that is Warhammer. 


When Owen Branham and Alessio fought 
a siege for the battle report in White 
Dwarf 255, certain anomalies (aka ‘fudgie 
bits’) were discovered in the Siege rules 
from the Warhammer rulebook. Here we 
clarify some of those vaguer points. Also, 
we had a look at the way some of the 
rules worked, and included are some 
additions and changes that you may like 
to use. Note that most of these were 
thought up after the battle report and 
were not used during that game. 


MOVEMENT 


Units moving inside the castle courtyard 
follow all of the normal movement rules. 
To make things simpler regarding walls 
and towers, divide the rest of the castle 
into sections, so that individual wall 


sections and towers are separate parts of 
the castle. If a unit in the courtyard moves 
into contact with a wall section or tower it 
can move up to the ramparts or into the 
tower, leaving excess models touching the 
base of the section as per the rules in the 
Warhammer book. Units already on the 
walls or inside a tower can move into the 
courtyard by measuring their move 
distance from the base of the section. 


Units can also move to an adjacent 
section instead of moving normally, taking 
the whole of their move to do so. Again, 
any excess models are put into contact 
with a section’s base, or they may be left 
in the section the unit moved from. For 
the purposes of towers, they are split into 
two levels — inside the tower and on top 
of the tower. Models on top of a tower 


Although the top of the tower, the rampart and the inside can all house troops, they 


are all counted as the same tower section on the Damage charts. 


can only move into the tower. Models 
inside the tower can move to the top, to 
an adjacent rampart or into the 
courtyard, as shown above. 


If you have peculiar constructions in your 
castle, sit down with your opponent 
beforehand and discuss which parts are 
separate sections and which sections 
count as adjacent. See the example on 
the previous page for how this works. 


WALL DAMAGE CHART 


2-12 
| 13-14 


15-16 


17-18 


19 


The Handgunners could either move into the 
tower or directly into the courtyard. 


MAGIC 


This unit has moved from the tower onto the rampart, but could have moved up to 


Here’s a bit more detail on what magic 
can and can’t do in a siege game. First of 
all, no magic can pass through the walls 
from outside, so spells cannot be 
targeted at the courtyard unless the 
casting model is also in the courtyard — 
this stops those Undead generals raising 
units in the middle of the enemy fort! 
This also applies to inside towers. 


wf hi 


the top, to the other rampart, or into the courtyard. 


However, spells can be targeted onto the 
walls, for example, casting a magic 
missile at troops manning the ramparts 
or the top of a tower. This also means 
that Undead units can be summoned 
onto the walls if there is sufficient space 
(excess raised are lost)! The walls also 
count as a magical barrier that cannot be 
crossed, either by movement spells or by 
units that ignore terrain when moving, 
such as Ethereal creatures. 


No effect. 2-12 


Shaken. Add +1 to any further results on this 13-14 
chart. 15-16 


Severely Shaken. Troops on this section of the 
wall cannot shoot during their next turn on a 
D6 roll of 4+. Roll separately for each unit. Add 


17-1 
+1 to any further results. " 


Rampart Destroyed. Any unit on this section 

of the wall suffers D6 Strength 4 hits. Any 

troops which are on this section of the wall are 

no longer in hard cover. Add +1 to any further 

results. If you get this result again there is no 19 
further effect apart from the cumulative +1 

modifier. 


Breach! The attack rips a great hole in the wall. 

The hole is 2" wide and 3" high. Two models 

per turn may move normally through this hole. 20+ 
Add +1 to any further results. If you get this 

result again there is no further effect apart from 

the cumulative +1 modifier. 


Collapse! Wall collapses. Any troops on the 

wall take a single Strength 5 hit. All troops that 
are within 4" take 1 Strength 3 hit. The rubble 
counts as a defended obstacle and hard cover. 


TOWER DAMAGE CHART 


Strength of attack+no. of wounds/hits caused Strength of attack+no. of wounds/hits caused 


No effect. 
Shaken. Add +1 to further results on this chart. 


Severely shaken. Any troops in the tower may 
not shoot on a D6 roll of 4+ during their next 
turn. Roll separately for each unit. Add +1 to 
any further result. 


Rampart Destroyed. Any unit on the top of the 
tower suffers D6 Strength 4 hits. Any troops at 

the top of the tower are no longer in hard 

cover. Add +1 to any further results. If you get 
this result again there is no further effect apart | 
from the cumulative +1 modifier. 


Partial Collapse. Any troops in the tower must 
roll under their Initiative or suffer a 
Strength 5 hit. Add +1 to any further results. If 
you get this result again there is no further | 
effect apart from the cumulative +1 modifier. | 
Collapse! Roll a D6: | 
1-3 The tower partially collapses as above. In 
addition all troops within 4" of the tower 
suffer 1 Strength 3 hit. 


4-6 The entire tower collapses! All troops 
inside suffer 1 Strength 5 hit. All models 
within 4" suffer 1 Strength 3 hit. The 
ruin counts as hard cover and a defended 
obstacle. \ 


ey 
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The rules also state that the castle 
itself cannot be targeted by spells. 
However, on reflection, the spells in the 
new Warhammer system are not as 
powerful as those in previous editions 
and you may like to rule that spells can 
affect the castle. The most common type 
of spell that could potentially damage the 
castle are magic missiles, and you should 
treat each tower or section of wall as a 
separate unit for the purposes of targeting 
spells. Many spells will have no effect 
whatsoever, as they don’t cause damage. 


DAMAGE 

At this point it’s worth clarifying how the 
castle damage system works. Each attack 
that hits a wall, gate or tower causes one 
result on the appropriate Damage table. 
This result is equal to the Strength of the 
attack plus the number of wounds it 
causes or the number of hits it does. So, 
for a Dwarf Cannon, this is 10+D3 (the 
Strength plus the number of wounds 
caused by a hit). For something like a 
Volley Gun at close range, this would be 5 
plus an Artillery dice roll (the Strength 
plus the number of hits caused). Note that 
with a Volley Gun, each barrel is 
considered a separate attack, not all three 
barrels as one attack. An easy way to work 
out what constitutes a separate attack is to 


consider each dice roll as an attack. For 
example if three Skaven Jezzails (S5, D3 
wounds) hit a gate this would be three 
rolls of 5+D3, not one roll of 5+3D3. 


A couple of errors crept into the Damage 
tables in the rulebook, so please use the 
corrected tables on the previous page. 


FLEEING AND 
PSYCHOLOGY. 


One of the trickiest things we had to 
adjudicate was where fleeing troops inside 
the castle ran. It seemed odd that models 
holed up in a tower would run out of their 
well-defended position to be hacked down 
on the ramparts or in the courtyard. To 
make things a lot simpler, we recommend 
you play with the following additions to 
the siege rules: 


The following rules apply to any unit 
inside the castle - including in the 
courtyard, in the towers and on the 
ramparts. 


1) Any unit which flees is automatically 
destroyed as the fleeing warriors find 
themselves trapped and surrender. 


2) All units automatically pass any 
Psychology tests. Note that they are not 
Immune to Psychology as such, so, for 
instance, a unit charged by a fear-causing 


enemy will automatically pass the Fear test. 


but if they were outnumbered and lost the — 


combat they would still break 
automatically as no test is taken. 


These two rules not only tidy things up 
considerably, but they also make the 
fighting inside the castle even more blood: 
and desperate, as both sides sell their lives 
dearly to hold or take the castle. 


VICTORY CONDITIONS 


A few people have commented that it is 
odd for troops on the walls and in towers 
not to count for victory purposes. After all. 
it could be claimed that a unit in the 
courtyard surrounded on all sides by 
handgunner-filled ramparts hasn’t taken 
the castle at all! For this reason, use the 
following victory conditions for 
determining who has won: 


Divide the castle into sections, with each 
section of rampart and tower counting as 2 
separate section. In addition, the courtyaré 
is divided into quarters, each of which is 
also a ‘section. Next, determine who 
controls each section. To control a section 
a player must have a unit with a Unit 
Strength of at least 5 in that section. There 
must also be no enemy models in the 
section. The player whose army controls 
the most sections is the winner. 


SI a Le I FS TES STF gE eR RRR 
SCENARIO — BENEATH 


CASTLE KRANTZ (Imperial Year 2305) 


In 2305, an Orc horde from the Black 
Mountains laid waste to many farms and 
villages of the southern Empire, looking 
for a crossing over the Reik to move on to 
sack Averheim. Along the route of the 
attack lay Castle Krantz, built to house a 
small garrison to protect the merchants 
travelling the Reik route across a nearby 
ford. The Orcs’ initial assault proved 
fruitless; many Greenskins died as they 
attempted to scale the walls. The Orcs 
were also unable to prevent several 
messengers breaking through their siege 
lines to call for aid and warn the leaders of 
Averheim. It was Slitkog, a Night Goblin 
Big Boss, who suggested that he and his 
lads burrow under the gatehouse of the 
castle, hopefully collapsing it from 
beneath. 


The plan might have succeeded 
spectacularly had not the dim-witted 
Goblins forgotten to conceal their crude 
engineering works, alerting the defenders 
to the mining operation. Gustav Krantz, 
commander of the castle, ordered counter- 
mining to begin and within a couple of 
days the two forces clashed. The Gobbos, 
who thought their cunning plan would 
never be guessed, found themselves 
suddenly set upon by halberdiers and 
swordsmen. The battle was short-lived as 


the cowardly Gobbos fled for 
their lives. Slitkog himself was 
cut down as he tried to flee 
the tunnels. The Orcs gave up 
their siege and turned south 
once more, burning their way 
back to the Black Mountains 
before a sizeable enough 
force could confront them. 


Tunnel 
Fight 


Overview: In this scenario, 
one small force attacks 
another in close underground 
confines. 


Armies: Determine who is 
attacking and who is 

defending. Both armies are 
chosen to an equal points 

value. We recommend a small 
force of 500-750 points. Only one 
character is allowed in each army, and that 
character cannot be given any magic items. 
The rest of each army consists of a 
maximum of three infantry units, which 
must follow the normal army choice 
restrictions. Cavalry, monsters, war 


DEFENDER’S DEPLOYMENT ZONE 


machines and non-infantry units may not 
be taken, and neither can standards. 
Missile weapons, except thrown weapons — 
may not be used. If an army is unable to 
field such units as Core choices, an 
appropriate Special choice may be treatet 
as a ‘Core unit instead. 


4 Battlefield: Lay out the terrain in any 
mutually agreed manner. This should 
consist of tunnels, caves and rocky 
outcroppings. Only a small table (four 
feet square at most) is required for this 
scenario. 


Deployment 

1. Divide the table in half. Both players 
roll a dice and the player who scores the 
highest chooses which half he wishes to 


deploy in. 


2. The attacker deploys his force first, 
anywhere in his half of the table. 


3. The defender deploys his force 
second, anywhere in his half that is more 
than 12" from the enemy. 


4. Scouting units are not deployed with 
the rest of the units. Instead they are 
placed on the table after all units in both 
armies have been deployed, as described 
in the rules for Scouts on page 112 of the 
Warhammer rulebook. 


Who Goes First? The defenders go first 
as the attackers stumble into their units. 


Length of game: The game lasts six 
turns or until one player concedes defeat. 


Special Rules: Both forces are hand- 
picked and thus immune to panic. 


In the grim tunnel fighting, where it is 
easy to slip into the darkness, any unit 
which flees for any reason is assumed to 
be destroyed. 


All units except Dwarfs, Elves, Undead, 
Night Goblins and Skaven are at -1 to hit 
in close combat. 


There is no marching or charging as 
such. Units use the Movement rates 
below and if this movement takes them 
into the enemy it counts as a charge. No 
formal charge declaration is required, nor 
is line of sight to the charged unit. 


Movement rates: 
Dwarfs and Skaven move 8". 


Chaos Dwarfs move 7". 
Night Goblins move 7". 
All other models move 6". 


Victory Conditions 

Unless one player concedes, use the 
Victory points chart on page 198 of 
the Warhammer rulebook to 
determine the winner. 


Historical re-fight: 
The mine workings of Castle 
Krantz can be re-fought 
between an Empire 
army and a force of 
Night Goblins. 

Slitkog is a Night 
Goblin Big Boss, while 
Gustav Krantz is an 
Empire Captain. 


SIEGE 
CAMPAIGN 


If fighting a tunnel fight as a 
prelude to a siege game, victory 
has the following effects: 


If the attackers win then they can 
collapse the mine and do considerable 
damage to part of the castle. One wall 
section or tower suffers D6 hits. Each hit 
is Strength 10 and does D6 damage. Any 
survivors are assumed to either hide out 
in the tunnels to make sure the job is 
finished, or take a well-earned break 
from the hard fighting! 


If the defenders win, then any defending 
survivors will be able to rejoin the main 
army when the main attack goes in, after 
chasing down or scattering any 
remaining enemies in the tunnels. They 
may even follow the attacker's tunnels to 
the surface, outflanking the besiegers. 
Keep a note of which defending models 


survived 
the battle. When the final 

assault is played, roll a dice 

for this force at the start of the besieged 
player’s second and subsequent turns. On 
a roll of 1, 2. or 3 the mining force is still 
underground. On a roll of 4 or 5 the force 
reappears inside the courtyard. On a roll 
of a 6, the entire force turns up on one of 
the table edges. Units arriving in the 
courtyard can do nothing else that turn. 
Units moving onto the table edge do so 
following the rules for units which have 
pursued an enemy off the table (see page 
76 of the Warhammer rulebook). 


Lord Helmig von Hurtz surveyed the citadel of his rival, Lord Kolk. He wanted to add the castle to his domains, but 
so far his assault had been repulsed with much loss of life to his own men. As he pondered the problem, the wizard 


Marganus stepped up next to him. 


“Breach the gate for me, spellcaster,” von Hurtz commanded him. The wizard chanted for a few moments, his hands 


tracing mystical sigils in the air in front of him. Opening his cyes, he pointed upwards, and von Hurtz followed the 


gesture. In the sky he could see a tiny flaming dot, which grew with cach passing moment. Within half a minute the 


descending comet could be seen quite clearly, rushing towards Castle Kolk. Von Hurtz smiled to himself; already the 


wizard was proving to be worth his exorbitant fee. The meteor continued to descend and one minute passed into the 


next. 


“It's a little large isn't it?” shouted von Hurtz as the celestial missile roared overhead. With a mighty detonation the 


comet slammed into the castle, the shockwave hurling von Hurtz to the ground, the flash momentarily blinding him. As 
he recovered his senses he saw pieces of shattered stone and charred wood dropping from the sky. All that remained of 
Castle Kolk was a smouldering ruin. He rounded angrily on Marganus. 


“You were only supposed to blow the blooming gates off!” 
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* Warhammer Skirmish 


Skirmish Scenarios by Gav Thorpe 


Now, having a set of Warhammer Skirmish rules is all fine and dandy, but how do you actually use them? 

This is just the question we asked ourselves when we had the idea to use these rules to create a Vampire hunting 
scenario. We thought it'd be a good idea to give you an account of what we did, hopefully to inspire you to do 
the same and pass on the lessons we learned. 


THE INSPIRATION 


Inspiration comes from many places, but 
is basically the core idea of the scenario. 
You'll probably already have this 
thought out — in our case we wanted to 
do a Vampire Hunt, but there are many 
others. For example, a Bretonnian 
Knight’s quest in the Massif Orcal, tomb- 
raiding in Khemri, Goblin-bashing in 
Karak Azgal, and so on. You also have to 
consider who is going to write the game. 
We all got involved in designing the 
scenario, but it can work equally well if 
one player writes up their idea and then 
runs it for a couple of their mates as a 
Gamesmaster. 


DECIDE CHARACTERS 


As the heroes and villains of any 
scenario, the characters you use will play 
an important part. However, remember 
that, in a skirmish game, characters are 
more potent than in a massed battle. We 
recommend you limit yourselves to one 
or two Hero-level characters per side (ie, 
Dwarf Thane, Empire Warrior Priest, Orc 
Big Boss, Marauder Chieftain, etc). 
Obviously for our Vampire Hunt game 
we needed a Vampire, and liked the idea 
of a Strigoi Thrall (not too powerful) 
skulking around in the graveyards. We 
were pondering how to create the 
illustrious Witch Hunter when Alessio 


The following extra rules cover in more detail the case of close 
combat against stunned or knocked down models. 


WARRIORS KNOCKED DOWN 


If an enemy is fighting a warrior who is knocked down, he may 
attack him to put him out of his misery. All attacks against a warrior 
who is knocked down hit automatically. If any of the attacks wound 
the knocked down model and he fails his armour save, he is 
automatically taken out of action as explained previously. A 
knocked down model may not parry. 


WARRIORS STUNNED 


A stunned warrior is at the mercy of his enemies. A stunned model 
is automatically taken out of action if an enemy can attack him in 
hand-to-hand combat. 


ATTACKING STUNNED 
AND KNOCKED DOWN WARRIORS 


Note that a model with multiple attacks may not stun/knock down 
and then automatically take a warrior out of action during the same 
hand-to-hand combat phase. The only way you can achieve this is to 
have more than one of your models attacking the same enemy. So, 
if the enemy is stunned/knocked down by the first warrior, he can 
be hit and put out of action by the next warrior to attack. 


If your model is engaged in close combat with an enemy who is still 
standing, he cannot attack any other models that are stunned or 
knocked down, since in reality they will not pose an immediate 
threat to him and their companions will try to protect them. 
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remembered Johann and Wilhelm, Witch 
Hunter Dogs of War from the last edition 
of Warhammer. We dug out the 
appropriate issue of White Dwarf and 
updated them to use in our scenario (see 
the full rules later). 


DECIDE OTHER FORCES 


Once you know who the stars of the 
show will be, it’s time to cast the 
supporting actors. Like the characters, 
the narrative of the skirmish will suggest 
certain troop types, and you can use the 
points values in the army list to make 
sure that each side has roughly an 
equivalent number of fighters — unless of 
course you deliberately want one side to 
be outmatched! With a witch hunting 
party in mind, it became clear that some 
torch-bearing, pitchfork-wielding 
peasants would be in order. 
Unfortunately, there’s no ‘Torch-and- 
pitchfork Peasants’ entry in any of the 
army lists, but the Empire Free Company 
seemed to fit the bill nicely. To balance 
them out, the Strigoi Vampire would 
have some of his slavering Ghouls to 
accompany him. To add a bit of variety 
and more of a tactical element, we also 
gave the Forces of Light a couple of 
archers, and upgraded one of the Free 
Company to a Sergeant and one of the 
Ghouls to a Ghast. 


THE SETTING 


Once you know who's involved you have 
to work out where the skirmish takes 
place. Like the forces, this will probably 
be defined by the scenario you are going 
to recreate. Treasure hunting in Khemri? 
That'll be tombs, pyramids and the like. 
Cold One hunting under Naggaroth? 
You'll need tunnels and caverns then. 
Obviously, you'll need to consider what 
is actually in your terrain collection — 
although some gamers will make the odd 
piece of terrain specifically for special 
scenarios, which is a good way of 
expanding your scenery collection. For 
our Vampire Hunt, we wanted the haunt 
of a Strigoi vampire, and so decided on 
the semi-ruined outskirts of an Empire 
town, with a graveyard in one corner and 
a spooky wood with an ancient barrow in 
the middle. d 


DEPLOYMENT 


Having decided what terrain you are 
using, you'll have to decide where 
everyone is going to start the battle. 
Is everyone deployed at once, or are 
some held as reinforcements? Part of 
this is also deciding who goes first. 
Something else to bear in mind is 
whether models can start the game 
hidden, whether models that move 
onto the table later can charge in the 
same turn, and so. on. 


We came up with the idea of the 
Vampire being hidden to start with to 
add an element of uncertainty, bluff 
and double bluff. It was also more 
entertaining to impose a time 
constraint, and we could picture the 
Witch Hunter and his retinue battling 
his way through the Ghouls in a 
desperate attempt to find the Vampire 
before the sun set. 


VICTORY CONDITIONS 


As with any game, you need to know 
who won at the end. Sometimes this 
may be as straightforward as using 
Victory points, adapting the values given 
in the Scenarios section of Warhammer. 
Other times you may want to just fight it 
out until one side fails a rout test and 
therefore loses. Some scenarios may 
need more specific objectives, such as 
capturing a certain place or object, 
escaping with a proportion of your force, 
slaying a particular enemy, etc. 


For our game, it was obvious that killing 
the Vampire was the most important 
thing the Witch Hunter was trying to 
achieve. By extending this, we thought 
that once the Witch Hunter and his 


Johann and Wilhelm prepare to destroy another lord of the Undead. 


Warrior Priest friend were dead, the 
peasantry would soon flee, and so the 
victory conditions were brutally simple. 
If the Vampire dies, the Empire player 
wins, if Van Hal and Wilhelm are killed, 
the Vampire player wins. 


OTHER SPECIAL RULES 


With relatively few models on each side, 
you can add a little extra detail to your 
scenario to help the story develop and 
to provide some interesting gameplay 
alternatives. There’s too many things 
you can do to list them all here, but 


dickering with the magic, weather, night- 
fighting, ambushes, hiding rules, and so 

on, you can turn a relatively simple fight 
into a really interesting scenario. 


Having decided to start the Vampire's 
location unknown to the Empire player, 
we then carried this further and devised 
a way to randomly determine when he 
arose from his slumber. Also, we thought 
it appropriate that the graveyard would 
provide plentiful corpses for raising from 
their eternal sleep and made the 
Invocation of Nehek spell more effective 
when cast in the cemetery. 


SE Pe IY SE BC ES, 
How to design a Warhammer Skirmish scenario 


While Gav, Jake and I were designing 
this “Vampire Hunt’ scenario, we 
thought it would be interesting to offer 
readers an insight into the process of 
creating a Warhammer skirmish 
scenario. 


What follows is a series of guidelines we 
came up with and we felt were a good 
start towards making your own 
enjoyable little game. Keep in mind that 
these are not hard and fast rules, but 
just a set of suggestions. After all, you 
must leave some of your competitive 
spirit out of this and be prepared to play 
something that will probably not be as 
well-balanced as a battle game. The only 
way I can imagine the self-designed 
small skirmishes to be competitive is for 


By Alessio Cavatore 


the players to swap sides at the end of 
the first game and see who can play 
better with both sides. 


But now let’s look at our recipe for 
the perfect Warhammer Skirmish 
scenario: 


* Keep the number of models under 
control (try not to field more than 15 
per side). 


* Try to use only infantry. Do not 
include cavalry (not too good at 
moving in buildings and broken 
terrain) and large monsters (unless 
it’s a classic ‘Hunt the Troll’ 
scenario). 


* Do not use war machines or chariots. 


* Stick to simple troops (Core Units 
preferably, try to avoid Special and 
Rare stuff). 


* Be careful with Lord level characters 
(use Heroes, unless it’s a Lord and a 
few followers against lots of enemies). 


* Do not use anything capable of flight 
(too scary!). 


* Keep the magic levels low (preferably 
none, or a maximum of a single level 
one Wizard per side). 


* Do not include Standard Bearers 
(including Battle Standards!) and 
Musicians. If you really want to 
promote the odd warrior to a 
Champion, that’s not a big problem. 
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* Be careful with ATW. The vast 

‘Anything Too Wacky’ category 
includes all those units that are 
bound to ruin a scenario by being too 
hard or too strange. Unfortunately, 
the only guideline we can offer here is 
“use your common sense” (yes, I’m 
sure than even in wargamers there is 
such a thing, isn’t there!). Examples 
of these weird troops are: Ethereal 
creatures (has anybody remembered 
to take a magic weapon?), Swarms, 
Night Goblin Fanatics and Squig 
Herds (Noooooo!!!), disguised 
Assassins and so on. 


Vampire hunt 


We wanted to represent the following 
situation: a Witch Hunter's band, led by 
Johann van Hal and Wilhelm Hasburg, 
has reached the ruins of an abandoned 
town where they know a Strigoi Vampire 
is hiding. They have to cut their way 
through the many servants of the Undead 
abomination and finally destroy it. 


THE FORCES 


Witch Hunters: 

* Johann and Wilhelm 

* 7 Free Company fighters and 
1 Free Company sergeant, all armed 
with two hand weapons. 

* 2 Archers 


o 


Vampires: 

Rametep (Strigoi Vampire Thrall, 
choose his bloodline powers as 
normal, with the exception that he 
cannot be given Bat Form). 

* 4 Ghouls and 1 Ghast 


Table set-up: See map. 


Forces set-up: The Vampires player sets 
up the Ghouls anywhere more than 6" 
away from the Witch Hunter deployment 
zone (they can start the game hidden) 
and writes down if the Vampire is 
sleeping in the mausoleum in the 
graveyard or in the barrow in the forest. 
Do not place the model on the table. 


Then the Witch Hunters set up 
everything they’ve got in their 
deployment zone. 


VICTORY CONDITIONS 


The Vampire wins by killing both Johann 
and Wilhelm. The Witch Hunters win by 
killing the Strigoi Vampire. If both side 
achieve the victory conditions during the 
same player’s turn, the game is a draw. 


SPECIAL RULES 


The Witch Hunters move first. At the 
beginning of the third Undead turn, roll 
a dice; the Vampire wakes up on a roll 
of a 6. If he doesn’t, roll a dice at the 
beginning of the next turn, when he 
wakes up on the roll of a 4+. If he still 


does not stir, he will automatically wake 
up at the beginning of Turn 5. When the 
Vampire wakes up he can move normally 
out of the mausoleum/barrow (but 
cannot charge in the turn he wakes up). 
Neither side needs to take Rout tests; the 
game continues until one side achieves 
the victory conditions. 


If the Witch Hunters enter the barrow or 
the mausoleum while the Vampire is still 
sleeping, then the Vampire must be 
revealed if he’s present and immediately 
placed face down in the building, 
counting as stunned. In the next Undead 
turn’s Recovery phase he will wake up 
and turn to the Knocked Down position 
(face up) and the game continues as 
normal. Good Luck! 


— 


Rules clarifications 


for Skirmish 
by Jake Thornton 


While we were playing our Vampire 
Hunt we came across a few 
unforeseen wrinkles in the rules. 
Some of these are covered in Alessio 
and Gav’s bits of this article, but the 
following should be considered 
official amendments and clarifications 
to the Warhammer Skirmish rules: 


* The turn sequence on page 242 
has five phases not four as stated 
(fairly obviously). 


Models may hide on the edge of 
woods just as if they were behind a 
wall or hedge. 


Models mounted on horses or 
other steeds have a 90° arc 

of sight as normal. Single models 
on foot have a 360° arc of 

sight, again, as normal. 


The -1 for shooting at single 
man-sized models on foot does 
apply. And it still applies if two or 
more of such models happen to be 
standing in base contact. 


You may still intercept a failed 
charge. 


Killing Blow takes precedence 
over critical hits and will take the 
victim out of action. Don’t roll on 
the Injury table, just take the 
headless corpse off the battlefield. 


Charge reactions are allowed as 
normal in the battle game. 


Do not use combat resolution. 


Overruns are not allowed. 


If a model flees off the table it is 
counted as out of action for 
purposes of calculating when to 
take Rout tests. 


| WITCH HUNTERS 


By Alessio Cavatore 


DOGS OF WAR of Undeath threaten or the darkness of _ terrifying Daemons with cold fury and 


Just as there are regiments of Chaos falls upon the Old World, hatred burning in their eyes. After the 
mercenaries to hire, there are just as Johann van Hal and Wilhelm come. battle they claim their prize and depart 
many lone freelancers wandering the They face the most terrible foes without without a word - and most men are 
Old World, selling their skills to the fear, and attack foul Undead or happy to see them go. 


highest bidder. Many are thieves and 
brigands, and some are hard bitten 
mercenaries who will not (or cannot) 
join one of the many mercenary 
regiments. For more details about 
Dogs of War armies refer to pages 
66-79. 


Witch Hunters are a secret order of 
scattered men, obsessed with the 
destruction of Chaos, Undead, 
mutants, deviants, unbelievers, 
blasphemers, and potentially anyone 
else except other Witch Hunters. The 
Witch Hunters are rarely welcome to 
stay anywhere for long. Who knows 
who will fall under suspicion next? A 
single wrong word may condemn you! 


THE REGIMENT 


Captain: Johann van Hal. 


Motto: Burn them all! 


Battle-cry: “It’s a witch!” is not Johann’s official battle-cry, but is often the last 
thing his opponents hear. 


For Hire: The following armies may hire Johann and Wilhelm as a Rare choice: 
Empire, Dwarfs, High Elves, Wood Elves, Lizardmen and Dogs of War. 


Points: Johann van Hal (200 points) and Wilhelm Hasburg (150 points) cost a total 
of 350 points and must be taken together. 


Profile M WS BS S T W I A Id 
JohannvanHal 4 5 5 4 4 2 5 3 9 
Wilhelm Hasburg 4 4 3 4 4 2 4 2 8 


Equipment: Johann carries two pistols and the Stake of Sigmar, which he must 
use if he is in base contact with an Undead or a Daemon. Wilhelm is armed with 
the Holy Staff. 


Armour Save: None. 


Johann van Hal is perhaps the most 
famous of all the Witch Hunters of the 
age, the slayer of Vampire Gunther von 
Blodfel and the man who purged the 
haunted castle of Reikwald. It is unwise 
to question this grim and moody man 
about things he does not want to 
discuss. But those who are well versed 
in the lore of the Empire know that he 
shares the name of the infamous 
Vanhel, the dreaded Necromancer of 
ancient times. All the descendants of 
Vanhel have strived to atone for the 
evil deeds of their ancestor, but 
without success. For each evil sorcerer 
destroyed ten new ones step onto the 
path of damnation. For every Vampire 
slain an entire noble family will be 
infected with the curse of vampirism. 


MAGIC ITEMS 


Stake of Sigmar 

This ancient relic is said to be a fragment of the tree felled by Sigmar with a 
single stroke when the Unberogen tribe started building the city of Altdorf. It was 
held in the temple of Sigmar at Obersdorf until the town was sacked by Orcs and 
Goblins and the relic was lost. Now it is carried by Johann van Hal. 

Requires two hands. The Stake of Sigmar fills Johann with the strength and 
purpose of Sigmar himself. It doubles Johann’s Strength when he is fighting 
against any Undead creatures or Daemons. This gives him an effective Strength of 
8. In addition, a single unsaved wound caused by the Stake automatically slays any 
Vampire outright. A Vampire slain by the Stake of Sigmar cannot regenerate his 
lost wounds either. 


Holy Staff 

Atop this ironwood staff is mounted the jawbone which, it is said, was used by 
Sigmar when he single-handedly destroyed an army of Skaven. Wilhelm found it 
buried under the ruins of his temple. 

Requires two hands. Wilhelm may add +2 to his Strength when fighting in hand- 
to-hand combat. In addition, the staff will automatically wound any Skaven, 
Daemon or Undead Creature. 


SPECIAL RULES 


Formation: Johann and Wilhelm always fight together as a unit of skirmishers and 
cannot join any other unit. Note that they are treated as a single man-sized 
character for the purposes of not being targeted by enemy missile fire. 


Johann has only one companion, and 
he is not part of the order of Witch 
Hunters. He is Wilhelm Hasburg, a 
priest of Sigmar whose temple was 
burned by Chaos worshippers. Some 
say he became insane watching his 
life’s work go up in flames, but none 
dare to dispute his faith and piety, 
which he shows with horrific self- 
mutilation and ceaseless prophesies of 
the end of the world. It is believed that 
his faith and continuous prayers 
protect him from evil magic. 


Psychology: Johann and Wilhelm are utterly dedicated to their work of hunting 
down Chaos worshippers and Vampires. During the long, lonely years they have 
met and defeated the most horrifying creatures and blasphemous monsters. 
Because of their experiences Johann and Wilhelm are Immune to Psychology. The 
only exception is that they bate all models in any Chaos and Skaven army and all 
Undead creatures. 


When facing supernatural foes, many 
desperate generals draw the Mark of 
the Hammer on road signs and town 
gates, calling the legendary Witch 
Hunter to come to their aid. Johann 
will offer his services to anyone who is 
willing to pay. All the gold that he does 
not need himself is donated to the 
church of Sigmar. So when the forces 


Wilhelm Hasburg: Wilhelm is a fanatical priest of Sigmar and he follows all the 
rules for Warrior Priests presented on page 16 of the Empire book. 


Witch Hunter Weapons: Johann is armed with pistols loaded with silver bullets 
that have been blessed by Wilhelm one by one. Thus all his shooting attacks count 
as magical (making him capable of shooting ethereal creatures). 


eS | 
Se 


The venue for this ancient rite 
is one of the ancient circles of 
Ogham stones that dot the Albion 
countryside. For your games, set 
up a circle of standing stones 18" 
across. See Diagram 1. At the start of 
the game there are no rocks in the 
arena, but these will soon turn up. 


SETTING UP YOUR 
GIANTS 


Giants start with 20 wounds each. 
When they lose their last wound they 
are removed from the game. The 
Giants start the battle evenly spaced 
around the edge of the arena. 


WINNING 


The last Giant standing inside the 
circle of stones is the winner. Any 
Giant that is knocked out or moves 
outside the circle is out of the game. 
Remove the model immediately. Use 
an imaginary line to define the edge of 
the circle 

(see Diagram 1). If the Giant’s base 
touches this he has stepped out and is 
Every season, sometimes more often, removed. 
the Giants gather in the ancient stone 
circles to bash each other’s brains out. 
Nobody is really sure why the Giants do 
this, and few people care very much. 

It’s just a nice change from the Giants 
bashing everyone else’s brains out. Over 
the years the locals have come to accept 
the Big Bash as just another example of 
how deranged and violent Giants can 
be. More tolerant souls suggest that it 
isn’t nice to meddle in other folk’s 
culture and that it might even be part of 
the Giants’ religion. These people 
generally get their brains bashed out. 


GET READY TO RUMBLE 


To play the Big Bash you'll need a table 
to play on, a Giant model each and 
about a dozen ‘rocks’. Use small 
pebbles, spare dice or coins to 
represent these. You'll also need 
something to mark out your arena, one 
copy of the Fighting Chart for each 
player, a Scatter dice and a few Dé6s of 
various colours, and some pens and 
paper to keep track of the Giants’ 
wounds. If you have more than two 

ia a Giants fighting you will also need one 
| counter each to decide initiative. 


Diagram |. Big Bash Arena. 
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he Big Bash 


© By Jake Thornton 


OVERVIEW 


In each turn all the Giants get a chance 
to do something unless they are 
knocked to the ground or contacted by 
another Giant before they have a 
chance to act. The order in which the 
Giants act is determined randomly by 
drawing a counter from a cup, the 
Giant whose go it is being said to have 
the initiative. The game continues until 
one Giant wins. 


THE TURN 


Each turn a Giant can normally do one 
thing, we call this an Action. If he is in 
close combat, ie, in base contact with 
another Giant, he can do two things, ie. 
two Actions. 


INITIATIVE 


If there are only two Giants fighting you 
can roll a dice: 1-3 it is one Giant, 4-6 
the other has the initiative. If there are 
more than two Giants then you'll need 
to make counters or some other form 
of token to put in a cup. Each turn 
draw them out one at a time and let 
each Giant take his turn as his counter 
is drawn. 


{f your Giant is in combat you must 
decide his actions before initiative is 
decided (see later for fighting actions). 


if your roll for initiative indicates a 
Giant in close combat then it means 
that you should resolve that fight next, 
starting with the first action of the 
Giant who has the initiative. Resolve 
both Giants’ fighting actions and 
remove the other fighting Giant’s 
initiative counter before moving on to 
determining the next initiative. 


NORMAL ACTIONS 


A normal action is either Move or 
Chuck a Rock. 


MOVE 


if your Giant is not in contact with 
another then you may move. Roll two 
D6 and keep the higher number as the 
distance you may move (in inches) this 
turn. If you move into contact with 
another Giant then you are said to have 
charged and will get a bonus in combat 
next turn. 


You cannot move away if you are in 
contact with another Giant. If another 
Giant moves into contact with you 
before you have your chance to act 
then you do nothing this turn. Next 
turn you will both fight. Note that you 


' STANDING (OPTIONAL) 


- In additional to simply winning or 
losing scraps, you might want to 
keep track of your Giant’s fame. 

This is known as his Standing, and is 
a measure of his success in the Big 
Bash. For each Big Bash he takes 
part in he gets 1 point of Standing, 
with 1 extra point for each Giant he 
knocks out (reduces to zero wounds 
or pushes out of the circle) and 3 
points if he is the overall winner. 


cannot move into contact with an 
opponent if he is already in contact 
with another standing Giant. Rocks 
don’t impede movement at all and 
should be simply moved aside if they 
are in the way. 


CHUCK A ROCK 

A Giant may pick up and chuck a rock 
if he is in base contact with it (and not 
in close combat) when it comes to his 
turn. This is his action for the turn. 
Nominate a target and roll 2D6 to see if 
you've hit. You need to roll a total that 
is more than the number of inches to 
the target. For example, if the range is 
6 and a bit inches, you need to roll a 7 
or more to hit (see diagram 2). If the 
target is two Giants fighting then 
measure to the closest one. If you score 
a hit then roll a D6 to see which Giant 
is hit. 


A Giant in contact with a fallen 
opponent is still in close combat, but 
you may chuck rocks at the standing 
one as if he wasn’t. If you wish to 
target the fallen one then you must 
randomise who is hit as normal. 


Rocks do D3 damage and Knockback. 
Roll a Stun check as normal (see 
below). As usual, if the target was in 
close combat then the opponent of the 
injured Giant may follow up when he 
suffers the Knockback. 


You can pick rocks up again and 
chuck ’em back. When they hit they 
scatter D3" in a random direction 
from the target’s head. When they 
miss they travel 12" in a straight 
line (past the target) and scatter 
D3" from there. Put the thrown 
rock in its new location, touching 
the base of a Giant if it scattered 
to land on top of him. Note 
that if a rock misses its 
intended target it won't hit 
anyone else either. 


FIGHTING ACTIONS 


When fighting, Giants get two fighting 
actions. At least one of these two actions 
must be an Attack. The other could be 
either a second Attack or a Defence. 
They may be in any order. 


At the start of a turn your Giant is in 
combat with another Giant, secretly 
place two dice (one for each Action) on 
your copy of the Fighting chart. The 
number showing on each dice is the 
Strength that the Giant is putting into 
that attack or defence. This may be any 
number from 1-6, but the total between 
the two dice must add up to 7. One of 
the dice should be white and the other 
coloured. The coloured dice is always 
the first action. 


THE 


FIGHTING 
Giants may only fight one-on-one; 
ganging up two against one is not 
allowed by tradition. It would surely be 
a sign of both weakness and cowardice. 


Starting with the first action of the Giant 
with initiative, compare it with his 
opponent. If it is a defence, then 
initiative passes to the Giant he is 
fighting. If it is an attack then see if the 
target has defended himself for this 
action. If he has dodged or blocked 
then look on the fighting chart and 
subtract the Strength of the Defence 
from the Strength of the Attack. 


The defending Giant loses a number of 
wounds equal to the Strength of the 
attack left (ie, after any defence has 
been deducted). If your Giant loses any 
Wounds then immediately make a Stun 
check (see below). 


For example, imagine that the Giant 
Ummumm 'Eadbutts his arch-rival 
Oggogg for 4 points. Oggogg’s first 
action was to Dodge for 5 points, but 
on the table, when we cross reference 
the two, we find that Dodges are only 
worth half when used against 
‘Eadbutts. The result is 4 (the 'Eadbutt) 
minus half of 5 (rounded up to 3), for 
a result of 1 damage on Oggogg. 
Oggogg now has to make a Stun check 
to see if he will fall over. He will be 
stunned (and lose his second action) 
and knocked back automatically 
because that is the special rule for this 
kind of attack. 


If the target survives then resolve his 
first action (unless he has lost it through 
being stunned). Then do the second 
action of the Giant with initiative, then 
finally the second action of the other 


Giant. Note that being knocked back 
and followed up does not alter the 
remaining dice placed for actions that 
turn. 


If you move into contact you have 
charged. This does not count following 
up an opponent who has been knocked 
back as, in reality, you are never actually 
out of contact. If you do charge you get 
+1 to any damage you might do. Add 
this only if you have already worked out 
that you have done some damage. 


THROTTLE RULES 


Damage is taken as normal on the turn 
the Throttle is attempted, except no 
Stun check is made. If any wounds are 
lost by the defender, the Giant grabs his 
opponent by the throat and proceeds to 
throttle him. This then ends both 
Giants’ turn. Unfortunately this also 
makes him an easy target for his 
opponent to throttle in return, which 
he will always do. Thus in the following 
turn either Giant may take damage as 
they both try to strangle each other. 
Until they break free from each other 
they will use this special sequence 
instead of the normal allocation of 
actions for close combat. 


In subsequent turns, when the fight is 
resolved, each Giant rolls 1D6 instead 
of any other actions. The Giant who 
makes the lower roll loses a number of 
wounds equal to the difference in 
scores. Also, the loser is pushed back 
1/2" for each wound caused. The Giants 
remain locked in combat and have no 
choice but to follow up. This special 
turn sequence will continue until the 
Giants both roll the same number or 
one is pushed out of the ring. At this 


BIG BASH FIGHTIN’ CHART 
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Put the 
boot in 


Grab & 
throttle 
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None 


1/2 Defence 1/2 Defence 


Defence 


None 


Special Rules 


1/2 Defence Knockback. 
+1 damage if any 


gets past defence. 


Knockback. 
Always stunned if 
take any damage. 


Fall over if 
stunned. 


1/2 Defence 


Ends turn. 
See special rules 


1/2 Defence 


point they break off and are each moved 
back D3" (roll separately). Remember 
that Giants do not make Stun checks 
when throttling each other. 


KNOCKBACK 

Resolve Knockbacks before you make 
Stun checks. The Giant being knocked 
back is moved D3" directly away from 
the attacker. If he was in close combat 
then his opponent must immediately 
follow up the same distance to remain 
in mélée with him. 


STUN CHECK 


Whenever you take damage you need to 
roll a Stun check. Do this even if you 
are automatically stunned as it also 
includes the possibility of falling over. 


In order to pass a Stun check you need 
to roll equal to or more than the 
number of wounds you have just taken 
ona D6. A roll of a 1 always fails and a 
roll of 6 always succeeds. In addition, if 
you roll a 1 your Giant falls over. If you 
fail to pass the test then you are 
stunned. If you are in close combat and 
have not yet resolved all your actions 
(dice) then you lose the next attack 
(defence is unaffected). If you have 
already made all your attacks this turn 
then a different penalty applies. Next 
turn you may only allocate a total of 4 
points instead of the usual 7, though 
you must still use both dice. If you are 
not in close combat then you may do 
nothing else this turn. Being stunned 
has no effect if you have fallen over. 


FALLING OVER 


If one of the combatants falls over then 
the turn ends for the Giants in that 
close combat. In subsequent turns 
remember that the Giants are still 
effectively in base contact and are 
therefore in close combat. If either of 
them gets the initiative then the 
following special sequence is used. 


The attacking Giant rolls 2D6 for his 
Jump Up And Down attack, regardless 
of who had the initiative. This is how 
much damage he’ll do. However, it’s 
unlikely that the other Giant will just lie 
still to be trodden on, so roll a D6 to 
see how many points of damage he can 
dodge as he rolls around. Subtract this 
from the attacker’s roll to see how 
much damage is actually taken and 
make a Stun check as normal. 


In addition, if the prone Giant dodges 
all the damage, or if he passes the Stun 
check then he can stand up 
immediately. Otherwise he’ll remain on 
the floor and probably get jumped up 
and down on again. If a Giant stands up 
he may take no other actions that turn. 


Also, if the leaping Giant rolls a double 
for his attack then he has fallen over 
and the other Giant immediately stands 
up. No damage is inflicted. Next turn 
the positions will be reversed. 


Example: Ummumm has knocked 
Oggogg to the floor in the previous 
turn. Now he starts to jump up and 
down on him. Ummumm rolls 2D6 
and gets 2+6 = 8 points of damage. 
Oggogg rolls a 5 to avoid this, 
reducing the damage to 3 (8-5 = 3). 3 
points of damage are added to 
Ummummr’s total so far and assuming 
be hasn't gone over 20 he makes a 
Stun check to see if he can get up. He 
needs to roll 4 or more to make it and 
gets a 6! Easy. 


Lastly, if your Giant has fallen over, the 
Giant who’s been clobbering him can 
be contacted by a third fighter, they 
will now be busy fighting each other 
and ignoring you so your Giant can 
stand up automatically. This will take 
your whole turn. However, as you 
aren’t allowed to have more than two 
Giants in a fight you must place your 
Giant out of contact with the others 
when he stands up. Also, if your Giant 
is on the floor and not in contact with 
another model then he may stand up 
as his action when it gets to his turn. 


As two Giants exchange blows, a third grows bored and decides to finish their argument for them. 


THE ROCKS 


The other Giants in the crowd have 
come to see some blood spilt and get 
upset very quickly if this doesn’t 
happen. Check at the end of each turn. 
If nobody has lost any wounds this 
turn then someone in the crowd will 
chuck a rock at a randomly 
determined standing Giant. They 
ignore fallen ones. Roll to see who the 
target is and measure the range from 
the nearest edge of the circle. Work 
out whether the rock hits and what 
effect it has as usual. 


FRIENDLY GAMES 


The Big Bash is not supposed to be a 
serious tournament type game and as 
such I expect you'll find some odd 
situations occur when your Giants lock 
horns (so to speak). As with 
Warhammer or Warhammer 40,000, try 
to resolve these firstly by agreeing on 
what’s most likely to happen. If you 
can’t agree simply roll a dice to decide 
and carry on clobbering! 


On a final note, players are allowed to 
measure movements, ranges and so on 
at any time during the Big Bash rather 
than having to guess as you would in 
Warhammer. This keeps the game 
moving and seems more appropriate. 


CLUB IDEAS 


If you can get quite a few friends 
together, why not try one of the 
following alternatives: 


The Royal Rubble — Traditionally 
played at the summer festival of 
Beltem, this variant of the Big Bash 
was started by one-time King of the 
Giants, Gogrogagog. The games start 
as normal, with the first four Giants in 
the circle. As soon as one Giant is 
taken out, by any means, the next 
contender enters. Keep fighting until 
there’s only one Giant left standing 
(draw lots to see what order the Giants 
enter). King Gogrogagog was very 
impatient and the crowd now follow 
his example by throwing a rock every 
turn! Hence the title, the Royal Rubble. 


Throne of Stone — This is a simple 
knock-out contest, with the emphasis 
on knock-out! Start with pairing up the 
competitors, and then the winners of 
the first two matches fight, then the 
winners of the third and forth 
matches, and so on until you have a 
single Giant left. However, the Giants 
don’t get much rest between bouts, 
and so will start with however many 
wounds they finished the last fight, 
plus the roll of a D6 (this can’t take 
them above 20). The winner gets to sit 
on the Throne of Stone at the highest 
point of the Giant’s Causeway. Not 
that the other Giants care at all... 
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WAR HYDRAS 


When the Dark Elf Army Book was in 
the playtesting stage, I was fortunate 
enough to blag a copy and offer my 
meagre insights. I’ve always had a 
soft... erm, a cold hard spot in my 
heart for the true, pure Elven race. 
Specifically, however, the War Hydra 
passage had caught my attention. It 
mentioned that there are actually 
several different types of Hydra at the 
Witch King’s disposal. One night, over 
a pint, I asked Gav if there were any 
plans to delve deeper into this — 
perhaps a White Dwarf article offering 
some alternative rules? “Good idea”, he 
replied. “Get to it!” 


With a curt “Doh!”, I was off... 


KHAINE’S 
FAVOURED BEASTS 


For centuries, the Beastmasters of 
Karond Kar have broken creatures of all 
descriptions to their will. Of these 
beasts, it is the War Hydra that has 
become the most common monster 
seen on battlefields alongside Dark Elf 
armies. Beastmasters have been 
training Hydras, using dark incantations 
upon them, and even discovering new 
breeds for countless years. As a result 
there are now a number of Hydra 
variants in the Witch King’s bestiary. 
Some get sent as rewards to Dark Elf 
generals who have distinguished 
themselves on the field of battle, others 
stay hidden beneath the Blackspine 
Mountains, only to be brought forth by 
Lord Malekith’s personal decree. There 
are even some, it is said, that have been 
to so many battles with the same team 
of Beastmasters, that they have formed 
a special bond. These War Hydras are 
among the most feared for they have 
learned, over time, to obey special 
commands and are said to possess an 
uncanny (and terrifying) intelligence. 


The following article provides you with 
rules for using these rare and powerful 
War Hydra variants in your Dark Elf 
Army. You may upgrade any one (and 
only one) War Hydra in your army to 
one of the variants presented below. 
Unless otherwise stated, all regular 
Hydra rules still apply (eg. cause terror, 
Scaly Skin, etc.). 


By Erik Mogensen 


THE ROYAL HYDRA 
‘MALEKITH’S CHOSEN’ 


Lord Malekith believes in rewarding his 
subjects for successes in war. When 
word reaches him of a stunning victory, 
or a great feat of carnage wrought by 
one of his War Hydras and its team of 
Beastmaster apprentices, the Witch 
King will summon them all to 
Naggarond. There, the Beastmasters 
will engage in a two-week binge of 
decadence in Malekith’s palace. They 
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The War Hydras of 
Naggaroth 


eat the finest foods, and drink the 
rarest of wines, all of which have 
received dark blessings from the Witch 
King himself. On the final night of 
revelry, Malekith casts a final spell upon 
them and they are led to the royal 
bestiary where their Hydra awaits. It is a 
great honour that Lord Malekith 
himself, the rightful ruler of all 
Elvenkind, commands their Hydra to 
devour them both alive. 


It is then that the dark energies woven 
over the fortnight take full effect. 


Points/model: +35 
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SPECIAL RULES 


Armour Plates: +1 armour save from bony protrusions. The Royal Hydra has 


an armour save of 3+. 


Acidic Breath: Counts as a $2 breath weapon that ignores armour saves. 


Splashback: Any unsaved wound it suffers in close combat causes a $2 hit 
on the attacker (no armour save), as its acid blood spills forth. 


Mentally Scarred: The transformation these Hydras undergo is quite 
traumatic. When faced with great pain, there is a chance that a Royal Hydra 
may go catatonic. When it is reduced to 3 wounds or less, the Hydra 
becomes subject to the rules for stupidity for the remainder of the game. 
Test each turn, as described on page 82 of the Warhammer rulebook, but 
you may use the Beastmasters’ Leadership value since they have been 
specially chosen for their ability to ‘inspire’ the Hydra to continue fighting. 


Howls of agony echo throughout 
Naggarond as the Hydra is warped by 
the Witch King’s power. 


The creature’s blood transforms into a 
powerful acid, and protective plates of 
bone burst through its hide. Every 
mutation is unique, but the resulting 
creature (along with a new 
Beastmaster team) will stay in the 
Witch King’s personal bestiary until it 
dies or is sent to a Dark Elf General as 
one of Malekith’s highest rewards. 


Converting: One bit of advice before 
starting your own Hydra project: pin 
the necks, or you’re bound to finish 
painting and have one of them drop 
off just as you start your first game! 


I wanted to make the Royal Hydra look 
really menacing. The plates of bone 
armour were the key features I would 
need to model, and it wasn’t long 
before I found the perfect pieces in my 
bits box — Tyranid Warrior kits. 
Everything added to this Hydra once 
belonged to a Tyranid. The chest plate 
is actually a Tyranid’s back and the 
various plates on the back and legs are 
extra bits provided with the Tyranids 
to enable players to model extended 
carapaces. Finally, the head plates are 
the Warriors’ heads. With a bit of 
clipping, and shaving with a hobby 
knife, everything fitted perfectly. A bit 
of Green Stuff filled any major gaps. 


Painting: My friend Chris Bone asked 
if he could paint this Hydra. Starting 
with a Black undercoat, he went for a 
Scaly Green body. He wanted it to stay 
dark, so used only the faintest 
highlight of Scaly Green mixed with 


Skull White. The bone was painted 
Bleached Bone over Bubonic Brown. A 
Brown Ink wash provided the lines 
that makes it look aged. The eyes are 
Bilious Green, with a black vertical line 
to make them look truly reptilian. 


THE SPELLTHIRSTER 
‘RAKARTH’S VENDETTA 


Beastmaster Rakarth once fought a 
particularly bitter battle against the 
traitorous High Elves of Ulthuan. He 
led an army in which he had amassed 
the largest force of War Hydras in 
Druchii history. With 9 of the mighty 
beasts at his command, he predicted a 
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swift victory. The wizards Liandus, 
Ellyunnor and Aliana, however, 
accompanied the enemy. Within 
minutes, their combined magical 
barrage had whittled the Hydras’ 
number down to three; two of which 
broke and fled the field. 


Rakarth vowed never to be defeated by 
High Magic again, and forged a pact 
with Morathi. She spun her spells over 
the surviving Hydra, known as 
Daerlythe, or ‘Burning Fury’. Dark 
magic mutated the creature 
tremendously. Its skin began to glow 
with burning blue-black energy; and 
great rents opened in his flesh where 
Morathi had ritually carved dread runes. 


Points/model: +20 
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SPECIAL RULES 


Daerlythe’s Aura: A legacy from their sire, all Spellthirster Hydras have 
Magical Resistance (2) (see page 114 of the Warhammer rulebook). In addition, 
nearby units gain a diminished measure of this protection. Dark Elf units 
within 6" count as having Magical Resistance (1). Such was the power of 
Morathi’s incantation that any High Magic spells dispelled with the aid of 
Daerlythe’s Aura are destroyed on a further D6 roll of 4+. 


Physically Weakened: Daerlythe’s fighting prowess was reduced as an 
unfortunate side effect of Morathi’s spell. This has also been passed onto his 


offspring. See profile. 


Chosen of the Convents: Spellthirsters are so rare, and so strongly linked to 
the Dark Arts, that they may only be used by Dark Elf armies which contain at 


least a level 2 Sorceress. 


During his next appearance on 
the battlefield it was found that he 

was physically weakened, but had also 
developed a strong resistance to magic, 
especially High Magic. A breeding 
program was soon established, and 
Daerlythe was 
retired from battle. To this day only 
one in every ten of his offspring shares 
his abilities. 


Converting: The Spellthirster was the 
simplest conversion. I figured the 
easiest way to depict a physically 
weakened Hydra was to make it with 
fewer heads! Green Stuff filled the 
holes in the body where necks should 
have been attached. I also used a small 
file to carve some scars into the Hydra’s 
flesh since Daerlythe was recognisable 
by never-healing wounds. 


Painting: | wanted a very simple 
colour scheme for my Spellthirster, so I 
limited my palette considerably. To 
represent the blue-black glow, I started 
with a black undercoat and then 
painted the entire model Midnight 
Blue. I drybrushed over that with 
Enchanted Blue, and finally a very light 
drybrush of Enchanted Blue mixed 
with some Skull White. His bony ridges 
started Bestial Brown, and I painted 
Bleached Bone over that. Finally, a dab 
of Skull White at the very point of the 
bones provided a nice highlight. The 
scars were painted Scab Red, and to 
give them a touch of brightness and a 
never-healing look, I added Golden 
Yellow to the Scab Red to highlight. 
Finally, the eyes are Scorpion Green to 
complete the look of magical power. 
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VETERAN WAR HYDRAS 
‘THE CLAWS OF KHAINE’ 


If a War Hydra survives and remains 
with the same Beastmasters for long 
enough, they can become a truly fierce 
fighting team. Hydras are intelligent 
enough to learn from each battle, and 
a good Beastmaster can refine their 
abilities with rewards and lashings. For 
notable battlefield successes, generals 
may reward their Beastmasters with 
minor incantations to augment their 
Hydra’s already impressive battlefield 
prowess. Recognisable on the 
battlefield by their multitude of 
adornments and trophies (not to 
mention battle scars!), experienced 
Hydras are a terrifying and 
unpredictable foe. 


1. FETCH! 


After both armies are set up, nominate 
one enemy character model (Lord or 
Hero). The Hydra will focus all its 
attentions on bringing that character’s 
limp form back to his general. It will 
always move as far as possible directly 
towards that character — charging if it 
can. It may ignore the usual shooting 
rules and choose that character as a 
target if it is in range of the Hydra’s 
breath weapon. If the Hydra declares a 
charge against that character it may add 
a D6" to its charge distance — this 
represents the Hydra’s bloodthirsty 
enthusiasm. In close combat, if the 
character is in a unit, the Hydra will 
effectively issue a challenge-(with a 


loud roar, and by bowling all others 
aside!). All usual rules for challenges 
apply, so if it is declined the Hydra can 
fight the unit as normal. If the character 
is mounted on a monster, the Hydra 
will ignore the mount, although its 
handlers are free to allocate attacks as 
they wish. The Hydra also gets +1 S 
and +1 A in close combat against the 
chosen character. 


2. ESCORT 


The Beastmasters have trained this 
Hydra to restrain its killing instincts and 
act in a defensive role. Before the 
battle, nominate one friendly Dark Elf 
unit for the Hydra to guard. For the 
rest of the game, as long as it isn’t 
engaged in close combat, the Hydra 
must stay within 6" of that unit 
wherever possible. It may charge an 
enemy unit, even if this move takes it 
beyond the 6", but as soon as it is no 
longer engaged, it must move to within 
the 6" distance as soon as possible. As 
this would probably take it too far out 
of position, the Hydra will always 
attempt to restrain from pursuing a 
fleeing enemy. It may add +1 to its 
Leadership for these tests (remember 
you get to use the Beastmasters’ 
Leadership, too!) 


If the War Hydra is within 6" of the 
escorted unit when the enemy declares 
a charge against them, the Hydra may 
immediately make a normal move 
(before the chargers). If, after this 
special move, your opponent is unable 
to charge the target unit then they must 
decide to either stop the charge, in 
which case they do nothing for the 
remainder of the turn, or charge the 
Hydra instead, using all of the 

normal rules. 


3. BATTLE LOVER 


Always among the first to engage the 
enemy, this Hydra bounds forward 
towards the foe at the first opportunity 
— often against his handlers’ wishes. 
You must make a free 2D6" move with 
the Hydra and its Beastmasters after all 
troops have been set up (including 
scouts), but before the battle begins. 
This move must be made directly 
towards the nearest visible enemy. This 
will often leave it exposed and 
vulnerable, but a wily General should 
be able to use this to his advantage... 


4. CHAMELEON SKINNED 


Among its many trophies, this particular 
Hydra has been bathed with magical 
oils. Once in contact with the scales on 
the Hydra’s skin, the oil reacts and 
causes the Hydra’s skin to shimmer and 
blend in with its surroundings. Enemy 


missile weapons suffer a -1 to hit 
penalty when shooting at the Hydra 
and its Beastmasters. When an 
opponent shoots a war machine that 
uses Artillery dice, the Dark Elf player 
may roll an Artillery die of his own. 
The Dark Elf player may (but doesn’t 
have to) choose to use this extra dice 
in place of the one rolled by the 
opponent. This represents how 
difficult it is for war machine crews to 
discern the Hydra’s exact location. If 
the Dark Elf player rolls a Misfire, the 
war machine’s crew manages to get a 
clear view of the Hydra for a moment, 
and their own dice roll is used. 


5. BLOODTHIRSTY! 


This Hydra has seen so much war that 
it now has trouble differentiating 
between friend and foe. It is 
unpredictable and always looking for 
the taste of blood. Whenever possible, 
the Hydra will always march towards 
the closest enemy unit, and must 
always charge the closest chargeable 
unit, friend or foe — so irritable is this 
great beast, that it won't tolerate the 
presence of anyone but its handlers. In 
other words, keep your troops out of 
its way! To represent its love of killing, 
the Hydra gets an extra D6 Attacks on 
the turn it charges. These Hydras are 
often a liability on the battlefield, and 
have to be used carefully. Even so, 
some Dark Elf generals can’t resist the 
carnage. 


6. KHAINE SMILES 
UPON YOU! 


You may choose the type of Veteran 
Hydra that joins your forces for this 
battle. 


Profile 


Veteran Hydra 
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ability your War Hydra has! 


Converting: The Veteran Hydra is 
really where I got to have a bit of fun. I 
really wanted to show a beast that had 
been through countless battles, and 
collected a few trophies along the way. 
So, there’s an arrow stuck in his back 
and he’s recently punished someone 
for sticking him with a spear — by biting 
their arm off! As for the trophies, he 
has the skeleton of an Elector Count’s 
warhorse slung about one of his 
necks... and part of the Count himself 
on another! These came from an old 
Skeleton horseman frame, and a Chaos 
Warrior head. The top of an old Orc 
banner pole is also hung from a neck. 
So inured to pain is this great monster, 
that someone has nailed a length of 
chain to his side to make more room 
for trophies. The chain is actually from 
the Warhammer 40,000 chaos spiky 
frame, and the trophies are bits and 
bobs from the Skeleton and Chaos 
Warrior frames again. Don’t feel 
intimidated by this, though. I just used 
whatever I had laying around from old 
projects. Be as creative as you like, and 
use what you have available. 


VETERAN WAR HYDRAS .............02cceeeeeeeeeees Points/model: +25 
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SPECIAL RULES 


Accustomed to battle: All Veteran Hydras are so familiar with their handlers, 
and so accustomed to battle, that they will often continue to fight even if their 
Beastmasters are killed. All Veteran Hydras therefore add +1 to their 
Leadership when taking Monster Reaction tests. 
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Veteran: Roll a D6 at the beginning of each game to determine what special 


Painting: When it was time to paint it, I 
really wanted this Hydra to look aged. I 
painted the entire model Shadow Grey, 
and then inked all but the underbelly 
with a very watered down wash of 
Brown Ink, with just a touch of Black 
Ink thrown in. The belly was 
drybrushed with Space Wolves Grey, so 
it would be lighter than the weathered 
hide. I used the same techniques for 
scars and bone as I did on the 
Spellthirster. When painting the 
trophies, I had a good think and 
decided that the Dark Elves would be 
likely to preserve any trophies they 
might acquire — so that they might 
display them indefinitely. In a twist of 
wickedness, I decided that the poor 
Elector Count and his steed had been 
bronzed! I simply painted them Dwarf 
Bronze, washed them with Brown ink 
and drybrushed lightly with Burnished 
Gold. Also, this monster had to have 
eyes that burned with centuries of 
hatred and ferocity, so I used Red Gore 
and a touch of Blood Red on the 
eyeballs. 
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QUESTIONS & ANSWERS 


MOVEMENT 

Q. If a character joins a war machine, 
and has a missile weapon, could he 
stand & fire with that weapon? 


A. Unless specifically acting as crew 
(ie, an Engineer who used his ability 
the previous turn) a character who 
joins a unit is not considered crew 
and so may stand & shoot. 


Q. Who strikes first when two units 
are charging? For example, when you 
pursue into fresh combat and then in 
the enemy’s turn the pursuing unit is 
charged. 


A. They strike in charging order (see 
page 16 for a fuller explanation) 


SHOOTING 

Q. A throwing axe has two different 
ranges listed. I assume that 6" is 
correct (from pages 93 & 94 of the 
Warhammer rulebook) rather than 4' 
(from page 58). 

A. Yes, 6" is correct. 


——— 


Stalwart defenders of the Empire attempt to fend off an onslaught by followers of Chaos. 


Rules clarifications & questions answered by Gav Thorpe 


CLOSE COMBAT 

Q. If the Initiative value is equal 
between the two models and the roll 
off is also a tie, do you actually strike 
simultaneously or roll again till you 
don't. 


A. Roll off until you have a winner. 


Q. Can a unit lap around to its 
flank? 


A. Yes, as long as there are unengaged 
models in its rear rank. 


PSYCHOLOGY 

Q. Concerning the Fear test, what if 
your Unit Strength is equal to the 
enemy when you fail the test? 


A. Change “higher” to ‘equal to or 
higher” in the section on being 
charged by a fear-causing enemy. 


Q. If charged by more than one fear- 
causing unit, do you test once per 
unit, or once only and add up the 
total number of charging models? 


A. Test once per unit, as each is found 
to be in range. 


This section of the Annual contains an up-to-date list of questions, clarifications and corrections for Warhammer, accurate 
at time of print. These are official amendments to the Warhammer rules and Army books, and replace any answers and 
corrections previously published (we change our minds now and then!). White Dwarf and our web page regularly run 
articles on Q&As and corrections and, unless otherwise noted, these are in addition to those listed here, not instead of! 


WHEN IS 

CAVALRY NOT CAVALRY? 

The rule that models on a 25 mm x 
50 mm base are classed as cavalry has 
thrown up some points regarding 
beasts such as Chaos Hounds and 
Dire Wolves, and creatures like Bull 
Centaurs. To clarify this: 


All models on a 25 mm x 50 mm base 
have a Unit Strength of 2. 


Models on a 25 mm x 50 mm base 
which consist of a rider on a steed 
with a single wound are classed as 
cavalry and follow all of the rules as 
such. 


Models on a 25 mm x 50 mm base 
which do not consist of a separate 
rider and steed are classed as cavalry 
with the following exceptions: 


They do not gain +1 armour save. 


They use the weapon rules as if they 
were foot models (so may use two 
hand weapons, and gain +1 save for 
hand weapon and shield, for 
example). 


Q. If a unit has only one model left 
in the turn that it is destroyed in 
combat, does a friendly unit nearby 
have to make a Panic test (ie, does 
the last model remaining in the unit 
count as being a single model or 
not)? 


A. This is determined at the start of 
each phase - if it’s a single model at 
that point, then its destruction won’t 
cause panic. 


Q. Concerning panic from flank and 
rear charges, the rules say that you 
use the Unit Strength (5 or more) to 
require the check, but then say at the 
end that no test is required if the 
charging unit numbers less than 5 
models. 


A. Delete the last sentence. Unit 
Strength 5 is the only requirement 
needed to determine whether a test is 
required or not. 


132 QUESTIONS & ANSWERS 


CHARACTERS 

Q. If two characters are with a unit 
that captures an enemy standard, 
what happens to the captured banner 
if they are the only survivors? 


A. They still have it (and still count as 
a unit of two models). If they decide 
to split up then you can choose which 
of the characters retains the captured 
standard. 


MONSTERS 

Q. When a template weapon hits 
dead on a rider of a large monster 
(or chariot) does the ‘big hit’ for 
being directly under the hole of the 
template affect them both, or just the 
character? 


A. It only affects the character. 


Q. Can you use breath weapons when 
a unit march moves? 


A. No. 


SPECIAL RULES 

Q. Regeneration — can a model slain 
by another model with Killing Blow, 
that rolls a 6 on the roll to wound 
regenerate? 


A. You cannot regenerate a wound 
caused by a Killing Blow. Note that for 
combat resolution purposes, use the 
remaining wounds of a model slain by 
Killing Blow. 


WAR ENGINES 

Q. Can a victorious war machine 
crew pursue a broken enemy 
(unlikely as that may be!)? 


A. They cannot voluntarily abandon 
their machine except to crew another, 
and so must test to restrain pursuit. 


MAGIC 

Q. In the battle report in White Dwarf 
255, the stated tactic of the Orcs was 
to use Mork Save Uz to generate re- 
rolls that would then allow them to 
re-roll bad casting dice to prevent a 
Miscast, and once even helped 
generate an Irresistible Force. But in 
the Magic section of the Warhammer 
book, it states that re-rolls cannot be 
used to prevent Miscasts or to 
generate Irresistible Force. 


A. Unless specifically stated in the 
item/spell description, a re-roll will 
not ignore a Miscast nor cause 
Irresistible Force — Space got it wrong, 
basically. Bad Space! Bad me, for not 
noticing! 


Q. If a Wizard mounted on something 
(monster, chariot, Screaming Bell, etc) 
Miscasts and is blown D6", what 
happens? 


A. The model does not move and 
counts as if it had been knocked into 
another model. If it is on a normal 
steed (not a monster) it gets blown 
about as normal. 


Q. The rules for the Comet of 
Casandora state that it remains in 
play, but the standard statement “stays 
in play until Wizards wants to cancel 
it, or he dies” is not included. Is it so 
powerful that it must be actively 
dispelled to stop it, and survives even 
if the caster dies? 


A. Once the comet is on its way, that’s 
your lot — you can jump up and down 
on the wizard all you like, it ain’t 
gonna stop fifty tons of star iron 
slapping into the battlefield. You can 
attempt to dispel it in subsequent turns 
as usual. 


Q. For the Bane of Forged Steel spell it 
says that an affected unit would now 
be considered to be using hand 
weapons. Does this improve the 
armour save of a unit with shields and 
what is the effect, if any, on a unit 
already equipped with hand weapons. 


A. Affected units are assumed to use 
their fists/claws, etc, rather than hand 
weapons, so cannot benefit from the 
rules for using a hand weapon and 
shield. See the errata on page 137. 


Q. Looking at the Rain Lord spell. 

Am I correct in thinking that you 
always needs to roll 4+ every turn to 
shoot and cannot remove the effect of 
the spell in the normal way. 


A. That’s exactly how it works, once 
you’re wet, you stay wet. 
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Q. It says that you can’t shoot or fight 
and can’t do any other movement in 
the Movement phase on the turn that 
you rally, but via magic you could 
relocate the unit into contact with the 
enemy. If so, would they actually fight 
in the Close Combat phase? 


A. They would fight as any other unit. 


MAGIC ITEMS 

Q. The rules for magic items state that 
a character with a magic item cannot 
use other close combat weapons. What 
is the affect of the Law of Gold once a 
magic weapon cannot be used? Can 
the character attack at all? 


A. Characters come equipped with a 
hand weapon, so they’ll have to use 
that instead. 


Q. Can a unit of Knights led by a 
Templar Grand Master (making them 
Immune to Psychology) carry and get 
the benefit of having the Banner of 
Sigismund (making them stubborn)? 


A. There is no magic versus mundane 
trump anymore. In the example you 
give, the banner would have no effect 
— Immune to Psychology is Immune to 
Psychology. If it were otherwise, you’d 
get situations where a player could say 
“My Dread Banner is a magical fear 
and so therefore overrules your 
mundane immunity,” which of course 
is not the case. 


Q. Can you use a Dispel Scroll to 
dispel a spell cast in a previous turn 
and has remained in play? 


A. No. It says in the description of the 
item that it needs to be used “as soon 
as a spell has been cast.” Obviously if 
the spell was cast in the previous turn 
this won't be the case. 
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RAVENING HORDES 

Q. If a Chaos Lord with the Mark of 

Slaanesh (making him Unbreakable) 
rides a Chaos Dragon or joins a unit, 
will he also become Unbreakable or 

will the Chaos Lord lose this ability? 


A. A normal unit does not become 
Unbreakable (as pointed out on 

page 5). The Dragon is a trickier one. 
Strictly speaking the models count as 
a single unit rather than as a character 
joining another unit. However, a 
terror or fear-causing mount conveys 
its immunity to the rider, but is this 
reciprocated? Since basically the unit’s 
psychology takes precedence over the 
character’s, and since the terror/fear 
liability thing affects the rider, I'd say 
the mount’s breakability also affects 
the rider. 


So, the Dragon is not Unbreakable. 


DWARF ARMY BOOK 

Q. It has been brought to our 
attention that Dwarf handguns are 
not listed as ‘move or fire’ weapons. 
Is this correct? 


A. It is correct, Dwarf handguns may 
move and fire. 

Q. If an Engineer crews a bolt 
thrower, does it fire with his BS? 


A. No, you get the re-roll to hit 
detailed in his special rules. 


Outnumbered by the shambling Undead, Dwarf warriors stand in defiance, unshaken by 


QUESTIONS & ANSWERS 


ORC & GOBLIN ARMY BOOK 
Q. Hand of Gork — it says it can 
move any Orc or Goblin unit of any 
type. Does this mean any unit in the 
army (Trolls, Giants, etc), or does it 
mean just Orc/Goblin units (units of 
that race, including Snotlings)? 


A. The spell affects any Greenskin 
units — Orcs of all types, Gobbos of all 
types, Snotlings, but not Trolls, Giants 
or non-Orc and Gobbo Dogs of War. 
This does include chariots and pump 
wagons. The same is true of the 
Waaagh! spell. 


Q. If a Night Goblin Fanatic hits a 
ridden monster, who are the hits 
worked out against: the rider or the 
monster? 


A. Fanatic hits should be randomised 
in the same way as shooting. 


VAMPIRE COUNTS ARMY BOOK 
Q. Are Undead immune to poison, 
since it does not say this anywhere? 


A. Undead are no longer immune to 
poison. The reference to unliving 
targets in the poison description 
means chariots, war engines, 
buildings, and such like. 


Q. Can a Banshee shout into close 
combat she isn’t participating in? 


A. She can target any one unit in 
range, no exceptions are listed. 


Q. Do ethereal units suffer from 
attacking over a defended obstacle? 


A. The rules say they ignore 
movement penalties, that’s all. This 
includes marching in difficult terrain. 


DARK ELVES ARMY BOOK 
Q. How does the ability Hand of 
Khaine affect Giants and other 
models with special attacks? 


A. Hand of Khaine reduces a model’s 
Attacks characteristic by -1. If the 
model attacks some other way, as 
Giants or Fanatics do, it has no effect. 


Q. If you are wounded by Black Lotus 
poison, do you lose 2 Wounds in total 
(one from the wound, and one from 
reducing all characteristics by 1)? 


A. You only lose one Wound. 


Q. How do you work out the 
combined effects of Dark Venom 
(Poisoned Attacks) and Touch of 
Death (Killing Blow)? 

A. Poisoned hits (ie, 6s rolled to hit) 


have no chance of causing a Killing 
Blow, as no roll to wound is made. 


Q. For the Dark Elf War Hydra, which 
head breathes fire? Can any one of 
them be the source? 

A. A Hydra has one breath attack, so 
choose which head breathes fire. 


the unholy horrors that surround them. 


These diagrams replace those on page 116 of the 
UNIT STRENGTH rulebook. You may photocopy them so you can cut 
AND SINGLE MODEL’S MOVEMENT. out and paste the diagrams in the relevant position. 
The Warhammer rulebook and a series of articles in White - CES: re, 
Dwarf have tried to clarify different Unit Strengths and the 
many subtle ways in which different single models relate 
to the Movement rules when they are moving on their 
own. Where models are ranked into units they follow the 
normal rules for unit movement given in the Warhammer 
rulebook, except for skirmishers and fast cavalry which 
follow the rules detailed in their own sections. 
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Most of the charging models 
are in the enemy’s front arc. 
This is a frontal charge. 

| 

| 


The following chart and the notes below are the 
Warhammer team’s last and final decision on such matters. 
They officially replace everything else that has been said 
on it and, we hope, will settle all discussions and become 
a most useful gaming aid. 


All the skirmishers \¥% 
are within charge 4 
distance. 


LAL Leh, 


MODEL TYPE MOVEMENT UNIT STR. 
Roughly man-sized. 

Square 20/25 mm base. As skirmishers 

On foot. 


Up to & including Ogre-sized.* 
Square 40/50 mm base. As monsters 
On foot. 


Most of the charging models are in 
the enemy’s front arc. This is a 
frontal charge, even if the closest 
models are in the flank arc of the 
target unit. 


: pe 


- ; i Final 
Only three models SS e position 
are within charge yy | 
distance of the 
enemy’s front. 


Monster (larger than Ogre-sized).** Starting 
Any base/no base. RE OEES Wounds . 
Cavalry.*** 
25 x 50 mm base. ide Llacina 
Chariots. As monsters 
(no marching) 


Ridden monsters/chariots. As monsters/ As monster/ 
chariots chariot +1 


ADD DDD 


5 


Move as Monsters: No need to turn or wheel, can pivot 
on the spot with no penalty, but behave like units in all 

other respects (90° arc of sight, pay penalties for difficult 
terrain/obstacles, cannot march if within 8" of enemies at 
the beginning of the turn & have clear front/flanks/rear). 


Move as Skirmishers: No need to turn or wheel, can 
pivot on the spot with no penalty, 360° arc of sight for 
charges, etc, no penalties for difficult terrain/obstacles, can 
march even if within 8" of enemies at the beginning of the 
turn, will line up to formed units charging them and not 
vice versa, & don’t have front/flanks/rear until engaged in 
close combat. 


Unit of Flyers: Always counts as skirmishers and always 
have a Unit Strength of 1 per model, regardless of size, 
wounds, etc. Can’t fly in woods even if they move as 
skirmishers. 


TARGET 


Sy 


Final position 


Single flying models follow the rules for their type in the 
chart. 


War Machines: have a Unit Strength equal to the number 
of crew left. Move as skirmishers, with the exceptions 
noted in their rules. 


* Includes Swarms, Chaos Spawn, etc. 


** Includes Pegasi, Stegadon, Giants, etc. 
All the skirmishers are within double pace distance of the 
front line of the enemy. 


*** inc, Flesh Hounds, Dire Wolves, Chaos Hounds, etc. 
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ERRATA 


The corrections printed here are designed to replace the relevant section in the first impression of the Warhammer rulebook 
and the relevant Armies books. You have permission to photocopy these pages so you can cut out the corrections and paste 
them directly into your books. This will save you from having to cross-reference between this book and the other 


publications. 


WARHAMMER RULEBOOK 


Page 81 (1. IF CHARGED BY A FEAR-CAUSING 
ENEMY) - replace 3rd paragraph with: 


If the unit fails its test but its Unit Strength is equal to 
or higher than the charging enemy’s, it will fight on as 
normal but must roll 6s to score hits in the first turn 
of close combat. 


Page 91 (HAND WEAPON rules) - replace 
1st paragraph with: 


HAND WEAPON (Sword, axe, etc) 
Unless specifically noted otherwise, all models are 
assumed to be carrying a hand weapon of some kind. 
The term ‘hand weapon’ is used to describe any weapon 
held in one hand and not otherwise covered by the rules. 
As such it includes swords, axes, clubs, maces, etc. 


Page 95 (INDEPENDENT CHARACTERS JOINING 
UNITS) - replace 1st paragraph with: 


Independent characters can move and fight on their 
! own. In effect, a character counts as an individual 
| unit comprising of only one model. However, during 
the course of a battle, a character is allowed to join 
''a friendly unit of ordinary troops, in which case 
: he becomes part of that unit until he decides to leave 
it. 


Page 109 (CHAMPIONS) - replace 2nd paragraph 
with: 

Although they can be powerful in combat, Champions 
are not characters but members of their regiment and 
always fight as part of it, moving, attacking, fleeing 
and pursuing alongside the unit as a whole. If the unit 
has any special rules which apply to it, such as being 
stubborn or subject to frenzy, then these also apply to 
the Champion. Unlike characters, a Champion is not 
permitted to move and fight on his own, and can 
never leave his unit or join another one. They are 
effectively another model in the unit, the only 
difference being that they are blessed with enhanced 
characteristics. 


Page 116 (CLOSE COMBAT rules) — replace 
4th paragraph with: 


If the skirmishers are charged, the enemy is brought 
into base contact with the closest skirmisher and then 
the enemy unit is halted. The enemy is not aligned 
against the skirmishing model. The skirmishers form 
up as explained above and the enemy will proceed 
with further charges. Charging enemy models attack 
first in the ensuing Close Combat phase as normal. 


A roughly man-sized character on foot can join a 
skirmishing unit. No other characters (mounted, 
riding in chariots, etc) can join skirmishing units. 


Page 117 (FORMATION & MOVEMENT) - replace 
FREE REFORM paragraph with: 


FREE REFORM 


Unless it charges, the fast cavalry 
unit can reform as many times as 
you wish during its Movement phase 
without incurring any penalties to 
its Move distance. See the rules for 
reforming (p.49). Note that no 
model in the fast cavalry unit can 
move more than its maximum Move 
distance despite the free reform. 


Page 122 (CANNONS) 1st column - replace 
2nd paragraph with: 


Cannons are fired in the Shooting phase. To fire a 
cannon, it must first be turned on the spot so it points 
in the direction of the target which must be within 
line of sight but otherwise is not limited by targeting 
restrictions. Then the player must declare how far the 
cannon is going to shoot — eg, 24", 30", 32", etc. 


136 ERRATA 
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Page 144 (WALL OF FIRE) - replace 1st 2nd & 3rd 
paisa me with: 


t | WALL OF FIRE 

| Remains in Play Cast on 12+ 
This spell has a range of 24" and can be cast on an 
enemy unit visible to the caster which has no models 
(friend or foe) within 1" of its front rank (walls, 
hedges and other scenic features don’t matter). The 
' spell cannot be cast on units with a 360° line of sight. 


A searing wall of flame suddenly rises in front of the 
‘unit. To represent this take some cotton wool or 
| paper and place this in a line up to 1" thick in front of 
| the unit. 

' 

The unit suffers 1 automatic hit for each model 
| (including characters) in its front rank. Each hit is 
1 1 resolved with a Strength of 4. 


Page 145 - replace BANE OF FORGED STEEL 
a with: 


' BANE OF FORGED STEEL Cast on 11+ | 
This spell has a range of 12" and can be cast on an 
enemy unit which is visible to the caster. If! 
successfully cast, the enemy’s weapons begin to | 
crumble and rust away. No weapon bonuses or! 
penalties apply to the affected unit for the! 
remainder of the battle. For example, a unit | 
wielding Great Swords will not get their 
+2 Strength bonus in combat for the rest_of the ! 
battle, but will now not have to strike last. A unit ! 
with missile weapons may not shoot for the 
duration of the entire battle. Affected units are ! 
assumed to use their fist/claws, etc, and so cannot ! 
benefit from the rules for using two hand weapons | 
or a hand weapon and shield. War machines and 
magic weapons cannot be affected by the Bane of ! 
Forged Steel — only ordinary, weaponry carried by | 
troops. ! 


Page 273 (5. CLOSE COMBAT) - 
replace ‘Roll to hit’ entry with: 


Roll to hit 
Check on the To Hit table on the next 
page to find the score needed on a D6 


' 3) If a unit of fast cavalry rallies the 


Page 154 — replace DISPEL SCROLL paragraph 
with: 


‘ DISPEL SCROLL 25 Points (Arcane) 


| A Dispel Scroll is inscribed with a powerful anti-magical 

invocation. When it is read out by a Wizard, the effect is to 
drain away magical power and weaken a spell that has been 
cast. As soon as a spell has been cast, any Wizard who has a 
Dispel Scroll can read it. This automatically dispels the cast 
spell, no dice roll is required. 


: 
! 

' 

! 

! 

! 

! 

! 

! 

1 

1 

! 

1 

1 

1 

1 
Reading a Dispel Scroll will bring any spell cast by the Wizard ! 
reading it to an end. To put it another way, a Wizard who has } 
a spell in play will automatically cancel it by reading a Dispel | 
Scroll. : 
1 

As with all scrolls, Dispel Scrolls are not unique items — they | 
are prepared by a Wizard prior to battle and it is quite : 
possible for several Wizards to carry Dispel Scrolls, and for a } 
Wizard to carry more than one. However, only one can be } 
used at a time. : 
: 

1 

1 

1 

1 

1 

1 

1 

1 


Note that a Dispel Scroll will not help if the spell has been 
cast with Irresistible Force. Any spell that is successfully cast 
with two or more 6s is Irresistible and no Dispel roll is 
permitted. 


with: 


SCENARIO 
Pitched Battle 


Breakthrough 
Meeting Engagement 
Flank Attack. 


Page 253 (DAMAGE CHARTS) - Replace ‘2D6 Effect’ 
at the top of the charts with isi diem 


Page 269 (FAST CAVALRY) - 
replace 3rd paragraph with: 


Page 208 (DEPLOYMENT) 
2nd column - replace 
5th paragraph with: 


to hit. When attacking cavalry, use the 


rider and mount use their own WS. 


turn after it voluntarily flees, it will 
be able to move normally during 
the Movement phase of that same 


Victory conditions: The army 


A roll of a 1 always misses and a 6 
always hits regardless of the relative 
Weapon Skills. 


1 
1 
1 
1 
1 
! 
1 
1 
1 
1 
rider’s WS. For ridden monsters, both ! 
i 
1 
: turn. 
! 
1 
1 
1 
! 


NOTE: The appendix for 


accidental charges on p.262 


1 1 

1 1 

1 1 

1 1 

1 1 
of the Warbammer rulebook ; ee e+ Oo OR their unit is worth more than 
has led to some dubious | SRS AE ia double the points value of the 

. ° 1 3,000 or more 4+ 0-5 0-3 1 ; 

pati ees ie and | otersnece: 5+ as of + closest enemy unit to the 
should therefore be ignored. 1 Each +1,000 +1 40-1 +01 1 objective. Otherwise it is a draw. 

1 1 


Page 239 - replace SELECTING 
TROOPS chart with: 


with the unit closest to the 
objective at the end of the battle 
wins. Fleeing units, monsters 
and characters can’t capture the 
objective. If both players have a 
unit equidistant from the 
objective, one player wins if 
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EMPIRE ARMIES BOOK 


Page 14 — Replace Master Engineer profile with: 


Page 26 (CHARACTERS’ STEEDS) - 
Replace feeiaciem = eitenin sie a , 


.- | i 
Warhorse profile: |Warhorse 8 3 03313154 


ORCS & GOBLINS ARMIES BOOK 


Page 67 (GRIMGOR IRONHIDE) - replace 1st line 
of ‘SPECIAL RULES’ with 


Page 268 - replace 
fig. 2b, fig. 3 & fig. 5 
with the new figures 
provided here: 


DWARFS ARMIES BOOK 


Page 16 - replace ‘Loss of crew’ paragraph with: 


Loss of crew 

The Organ Gun requires a full crew of three Dwarfs to 
work it properly. If one crewman is slain the other 
two can just about get by and the gun may fire as 
normal. If two crewmen are slain, the remaining 
crewman won’t be able to operate the weapon 
properly — the gun can only be fired every other turn. 
Should all the crew be slain, the gun is useless. 


' : . 

1 2, Weapon runes can only be inscribed on weapons, 
! Armour runes can only be inscribed on armour, Runic 
| Standards can only be inscribed on standards, Engineering 
; runes can only be inscribed on war machines, and 
| Talismanic runes can only be inscribed on talismans (of 
! : . . 

1 which more later). This is called the Rule of Form by 
! . . 

' Runesmiths. You cannot inscribe Armour runes on a 
' cannon nor can you place Engineering runes on an axe. 
! 
! 
' 
1 
! 
' 
! 
1 
1 
1 
1 
i] 
1 


3. No more than one item may carry the same 
combination of magic runes. You could not have a 
rune-hammer and a rune-axe both engraved with a Rune 
of Speed and a Rune of Fire, for example. This restriction 
also applies to the use of single runes, so you could not 


Page 20 (MASTER RUNE OF BREAKING) - replace 
2nd paragraph with: 


1 ul 
1 If the Dwarf character scores a hit against an enemy with a 
1 
1 magic weapon, the enemy’s magic weapon is destroyed ! 
! 
' immediately. ! 


After a war machine has proved its reliability, a 
Runesmith may deem it worthy of this rune. 


least one crewman left, even if it has rolled a 2-3 on the 


i] 1 
i] 1 
1 1 
1 1 
i] 1 
| The war machine can shoot every turn, as long as there is at | 
1 1 
1 1 
| Misfire table in the previous turn. Multiples have no effect. | 
! 1 


Page 23 (FLAKKSON’S RUNE OF SEEKING) - replace 
2nd paragraph with: 


Bolt throwers’only. Each rune adds +1 to the bolt thrower’s | 


r 
1 
1 to hit rolls againsttargets with the Fly special ability. ' 
! 


1388 ERRATA 
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DARK ELVES ARMIES BOOK 


Page 29 (SHADES) - 
replace Unit Size entry: beeen ennnne= : 


Page 18 (WEB OF SHADOWS) - replace 2nd 
Peteeepe with: 


jonly be used once per game 
odel. The character uses the 
of making any normal attacks 
, One model in base contact 
with the character, automatically takes 2D6 Strength 3 
hits. A character with a Web of Shadows may also use 
another ordinary close combat weapon (but not 
another magic weapon). 


Bee eee ee eee eee eee PE Se ee ee ee eee eee eee eee 4 
Page 19 (BANNER OF NAGARYTHE) - replace 2nd 
—e with: 


' “This standard adds 
friendly Dark Elf units 
' the banner is Unbre 


Page 80 (DARK MAGIC summary) - replace 
Chillwind & Doombolt entries: 


CHILLWIND 5+ 
Magic missile; range 24"; D6 Strength 3 hits. Units taking casualties may not 
shoot in the next Shooting phase. 

DOOMBOLT 6+ 
Magic missile; range 18"; D6 Strength 5 hits. 


VAMPIRE COUNTS ARMIES BOOK 


Page 52 aie DRAGON) - replace 3rd paragraph: 


gon with the highest Leadership in a 
st always issue “‘ehallenges and must 
‘if possible. 


Bn 
> 


RAVENING HORDES 


Page 10 (LORDS) - replace Special Rules entry 
with: 


Special rules: A Sorcerer Lord is a Level 3 Wizard. This may be 
increased to Level 4 at a cost of +35 points. A character riding 
a Chaos Dragon or a Chimera counts as 1 Lord choice and 
1 Hero choice. A Chimera can fly, is a large target and 
and breathes S3 fire. A Chaos Dragon can fly, causes terror, is a 
large target and has a 3+ armour save. Also, the Chaos Dragon 
has two heads and may breathe with both of them in the same 


Page 13 (CHAOS TROLLS) - replace Special Rules 
entry with: 


| Special rules: Regenerate, cause fear, stupid. Instead of normal i 


with: 


{ 
{ 
] 
| 
| 


i Unit Size: 1. You may take up to 2 Great Eagles as a single Rare ! 
| choice. 


! 
1 
' 
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REF ERENCE SHEET 


MOVEMENT 
1 Declare charges 


Indicate which units are charging and nominate the enemy unit which they are 
going to charge. Take Panic tests for any units that are in close combat that will 
be charged in the flank or rear. Opponent chooses one of the following charge 
responses: 


Stand and Shoot - You may stand and shoot if the chargers come from more 
than half their charge move away. Work out casualties immediately. 


Hold - The unit stands and takes the charge. 


Flee! - The unit turns tail and runs. Models are moved immediately 2D6" away 
from the enemy if their Movement is 6" or less or 3D6" if their Movement is 
more than 6". 


2. Rally fleeing troops 

Troops that fled in a previous turn can be rallied by passing a Leadership test. 
A unit must have at least 25% of its original number of models surviving to rally. 
Rallied troops may not move or shoot this turn but may adopt any formation 
facing the enemy. Rallied characters may cast spells as normal. Units with 
Musicians will gain a +1 Ld bonus in any attempt to rally (max. Ld=10). 


3. Compulsory moves 
Units subject to compulsory movement must be moved now. 


4. Move charges 

Chargers make a double move towards the target unit and must bring as many 
models into combat as possible. Chargers may not turn or change formation, 
but can wheel once to bring more models into contact with the enemy. 
However, the unit need not do so if this means that it would not reach its target. 
Once a unit reaches the enemy it halts and is aligned with its opponent to form 
a neat battle line. If a charging unit's target has fled but is still within charge 
range it is destroyed. If the target unit flees out of reach or the charge move is 
too short, the charge has failed. Move the charging unit its normal Movement 
unless another unit is also within range, in which case the charge may be 
redirected against this new target. A charge may only be redirected once. Units 
which fail to complete a charge may not shoot, although a Wizard is free to cast 
spells as normal. 


5. Remaining moves 


Any remaining units may now move. Units may move in a straight line or may 
manoeuvre. There are four types of manoeuvre: 


Wheel 

Units can pivot around one corner. Measure the distance travelled by the 
outside model. A unit may wheel several times in a turn as long as it has enough 
movement. A unit may wheel once in a charge to bring models into combat. 


Turn 

A unit that is not charging or marching may turn 90° or 180° by surrendering a 
quarter of its move. Note that each individual model turns in place; the unit as 
a whole does not move. Leaders, Standard Bearers and Musicians are then 
moved to the unit's new front rank. 


Change formation 

A unit may increase or decrease the number of ranks it is deployed in by one at 
a cost of half its move. It may increase or decrease its ranks by two if it does not 
move at all. 


Reform 
If it is not in close combat, a unit may reform into as many ranks as it wishes 
and face in any direction it wishes. If a unit reforms it cannot move at all and 
may not shoot in the Shooting phase, but Wizards are free to cast spells as 
normal. 


Marching 


A unit can march if there are no unbroken enemy models within 8" at the start 
of the Movement phase. It can, however, move to within 8" of enemy units 
during its march. A marching unit moves at twice its Movement characteristic 
and the only manoeuvre it may attempt is the wheel; it can neither change 
formation nor turn. It may not move through difficult terrain or cross obstacles 
and must stop if it reaches such features, A unit which is marching cannot shoot 
in the Shooting phase, but Wizards are free to cast spells as normal. 


TURN SEQUENCE 3 MAGIC 
1 START OF TURN 4 SHOOTING 
2 MOVEMENT 5 CLOSE COMBAT 


PSYCHOLOGY 


Except for hatred and frenzy, where no test is necessary, tests 


for psychology are taken against Leadership. Roll 2D6 — if you 
score equal to or less than the troops’ Leadership value you 
have passed. 


Panic 


A unit which fails a Panic test will flee in the same way as a unit 
broken in close combat or a unit which flees when charged. A unit 
must take a Panic test in the following circumstances: 


All 


1 - Fleeing friendly unit is within 4" at the start of the turn. 

2 - Friends within 6" break from close combat or are destroyed. 

3 - The unit is charged in the side or rear whilst engaged in combat. 
4 - Fleeing friends within 4" are destroyed by chargers. 

5 - The unit suffers 25% casualties from shooting or magic. 

6 - A unit is wiped out by shooting within 4", 


Fear 
A unit defeated in close combat by an enemy that it fears is 
automatically broken without a Break test if it is outnumbered. 


1 - Test to overcome fear if charged by an enemy that causes fear. Make 
this test once the enemy declares his charge. If the tester fails to 
overcome fear then he must flee if outnumbered by the attackers. If 
not outnumbered, then a unit which fails its Fear test may fight on, 
but requires a 6 to hit during the first turn of combat. 


2 - Test if you wish to charge a fear-causing enemy. If you fail the test 
then you may not charge and must remain stationary for the turn. 


Terror 


Only one Terror test is ever taken by a unit during the game — once 
it has been taken no further Terror tests are required. Troops which 
fail their Terror test will flee immediately exactly like troops 
broken in combat or fleeing from a charge. 


1 - Test to overcome terror if charged by or wishing to charge an enemy 
that causes ferror. 


2 - Test if there is a terror-causing enemy within 6" at the start of your 
turn, 


Stupidity 
Test at the start of each turn. If troops fail their test: 
1 - If in close combat, half the creatures stop fighting. 


2 - If not in close combat, move the unit directly forward at half normal 
speed. 


Frenz 
Troops affected by frenzy must behave as follows. 
1 - Frenzied troops must charge enemy within charge reach. 
2 - Frenzied troops fight with +1 extra Attack. 
3 - Frenzied troops always pursue. 
4 - Frenzied troops are immune to other psychology. 
5 - If defeated in combat they are no longer frenzied. 


Hatred 
Troops fighting in close combat with a hated foe behave as follows: 


1 - Troops may re-roll any misses in the first turn of close combat. 
2 - Troops must pursue hated enemies who flee. 


Stubborn 


Stubborn troops behave as follows: 


1 - Stubborn troops take all Break tests on their unmodified Leadership 
value. They do not reduce this value regardless of any combat 
results, how many casualties they have suffered or other combat 
bonuses. 
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SHOOTING 


Resolve each unit’s shooting one at a time, starting with weapons that 
require the range to be guessed. 


Declare target. A model armed with a missile weapon may choose any 
enemy unit as a target if it lies within the model’s 90° fire arc and is in line 
of sight. Only models in the front rank of the unit may fire their missile 
weapons unless the unit is positioned on a hill, in which case up to two 
ranks may fire. 


Measure range. Measure the range to the target. If targets are out of range 
the shots miss automatically. 


Roll to hit. A dice roll of 1 is always a miss. 


Firer’s BS: 1 32> Sie er ovees = 8-9! 10 
D6 Score: 66.25 SAB A OS Ziad 
To hit modifiers 

+1 Shooting at large target. 


-1 Shooting while moving. 
-1 Shooting at a charging enemy. 


*-1 Shooting at long range. 


-1 Shooting at a single character or at skirmishers. 
-1 Target is behind soft cover. 
-2 Target is behind hard cover. 


Roll to damage. Exactly as in close combat. 
Take armour saves. Exactly as in close combat. 
Remove casualties. Exactly as in close combat. 


Take any Panic tests. If a unit takes 25% or more casualties from 
shooting it must immediately take a Panic test. 


CLOSE COMBAT 
1. Fight combats 


Resolve each combat one at a time. The player whose turn it is will 
determine the order of the combats. 


Order of combat. Charging units strike first. Otherwise, models strike in 
order of Initiative. 


Roll to hit. Check on the To Hit chart to find the score needed on a D6 to 
hit. When fighting against cavalry, all blows are struck against the rider 
using the rider's Weapon Skill. A mount uses its own Weapon Skill if it has 
its own Attack. 


Defended obstacles. Models behind or in defended obstacles can only be 
hit on a roll of a 6, regardless of relative Weapon Skills. Once attackers win 
a round of combat, further combat rounds are fought as normal. 


Roll to damage. Cross-reference the attacker's Strength versus the 
defender’s Toughness value on the To Wound chart to find the score 
required on a D6 to cause a wound. 


Take armour saves. Roll a D6 for each wound that is caused. A roll of 1 is 
always a failure. 


Remove casualties. Remove casualties from rear ranks. Removed models 
do not get to attack if they have not already done so. 


TO HIT CHART 
DEFENDER’S WEAPON SKILL 
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TO WOUND CHART 
TARGET’S TOUGHNESS 
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2. Combat results 
Add up the number of wounds caused by each side in the combat and add 
any modifiers that apply from the following list. The side with the higher 
score has won the combat. 


JE 


Combat resolution bonuses 

+1 per rank after the first, to a maximum of +3. 

+1 unit outnumbers the enemy. 

+1 Standard Bearer in front rank. 

+1 unit occupies higher ground. 

+1 Flank attack. If both flanks are engaged the modifier will still only be +1. 

+2 Rear attack. Combined with a flank attack, this gives a +3 bonus. 

+1 Overkill. A challenger who kills his opponent and inflicts more wounds than the 
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enemy has adds +1 to the combat result score for each excess wound caused (max +5). 


3. Losers take Break test 

The losing unit in a combat rolls 2D6 and adds the difference between the 
combat results. If the score is greater than the unit’s Leadership value the unit 
has broken and will flee once all remaining combats have been resolved. 


4. Panic tests 
All units within 6" of a friendly unit that has broken or been destroyed must 
take an immediate Panic test. 


5. Flee! 


Fleeing troops move directly away from the largest enemy unit involved in 
the combat. If the unit normally moves 6" or less it flees 2D6". If it normally 
moves more than 6" it flees 3D6". Fleeing units ignore movement penalties 
for difficult ground and obstacles. 


6. Pursuit 

Victorious units will pursue fleeing troops 2D6" if their normal Movement 
is 6" or less, 3D6" if their normal Movement is greater than 6". A victorious 
unit that slays all of its opponents may also make a pursuit move; this is 
worked out exactly the same as a normal pursuit move. If this score is equal 
to or greater than the score rolled by the unit it is pursuing, the fleeing unit 
is destroyed. Pursuers ignore movement penalties for difficult ground and 
obstacles. If the pursuit move carries them into a fresh enemy unit this 
counts as a new charge and is resolved in the following turn. 


Restraining pursuit. A unit may restrain its pursuit by rolling equal to or 
less than its Leadership value on 2D6. Units that are fighting from a building 
or other defended position can automatically restrain a pursuit. Declare you 
are not pursuing before your opponent rolls any dice. 
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MAGIC SEQUENCE 
1. Generate Power and Dispel dice 

2. Cast spells 

3. Attempt to dispel 

4. Spell succeeds or fails 

5. Cast again. Repeat steps 2-4 

6. Dispel any spells in play 


‘1. Generate Power and Dispel dice 
Power Dice 
This is summarised as follows: 


Basic number of dice: 2 dice 

For each Level 1 Wizard: +1 dice 
For each Level 2 Wizard: +2 dice 
For each Level 3 Wizard: +3 dice 
For each Level 4 Wizard: +4 dice 


Fleeing or dead Wizards do not generate Power dice. 
Add any bonus dice provided by magic items, spells, etc. 


Dispel dice 

The opposing player generates two Dispel dice (four in the case 
of a Dwarf army) plus a number of extra dice depending on the 
number and level of Wizards, Runesmiths or Runelords in his 
army. This is summarised as follows: 


Each Runesmith or Runelord: +1 dice 
For each Level 1 Wizard: +1 dice 
For each Level 2 Wizard: +1 dice 
For each Level 3 Wizard: +2 dice 
For each Level 4 Wizard: +2 dice 


Fleeing or dead Wizards do not generate Dispel dice. 


Add any bonus dice provided by magic items, spells, etc. 


2. Cast spells 


A Wizard may attempt to cast each of his spells once. Nominate 
which spell is to be cast and the target of the spell. Roll as many 
Power dice as you wish up to the maximum allowed by the 
Wizard’s level. If you roll equal to or better than the spell’s 
casting value the spell is cast. Expended dice are removed from 
the casting player’s pile whether the spell was cast or not. A 
total score of 1 or 2 is always a failure, regardless of modifiers. 


Maximum Power dice rolled for a single spell 


Level 1 Wizard: 2 dice 
Level 2 Wizard: 3 dice 
Level 3 Wizard: 4 dice 
Level 4 Wizard: 5 dice 


Miscasts 


Rolling two or more 1s means the spell has been Miscast. The 
Wizard must roll 2D6 on the Miscast table. 


Irresistible Force 

Rolling two or more 6s means the spell has been cast with 
Irresistible Force. It is cast successfully and cannot be dispelled 
by the opposing player. If two or more 6s and two or more 1s 
are rolled, the spell fails and the Wizard must roll 2D6 on the 
Miscast table. 


3. Attempt to dispel 


The opposing player may make one attempt to dispel the 
enemy’s spell irrespective of which unit it was cast on. Roll as 


many Dispel dice as you wish up to the maximum number you 
have. If you wish to use any magic items to boost the dispel you 
must declare this before rolling the dice. If the number rolled is 
equal to or greater than the score rolled by the casting player, 
then the spell is dispelled. If two or more 1s are rolled then the 
dispel fails automatically regardless of the actual score rolled. 


4. Spell succeeds or fails 


Apply the effects of the spell as described in the Magic section. 


5. Cast again 
If you have more spells to cast and any Power dice left, you may 
cast again. 


6. Dispel spells in play 

Once all spells have been cast, both players may attempt to 
dispel any spell cast in a previous turn. The opposing player 
may attempt to do so first. To dispel a spell already in play the 
dice only have to equal or beat the casting value of the spell. The 
casting player may then attempt to dispel spells in play counting 
any remaining Power dice as Dispel dice and following the 
above procedure. Spells originally cast with Irresistible Force 
can be dispelled as normal. 


MISCAST TABLE 


Roll 2D6 as your opponent cackles maniacally 


2D6 Result 


24 Models in base contact, friend or foe, suffer 
one Strength 10 hit, as does the casting Wizard. 


3 The caster is blasted D6" in a random direction 
(use the Artillery dice to determine the direction) 
and cannot cast further spells until he rolls a 6 on 
a D6 at the start of his Magic phase. If blasted 
into another model he stops and both take one 
Strength 10 hit. If blasted into a wall, wood, or 
solid object, the caster takes one Strength 10 hit. 


The opposing player may immediately cast any 
one of his own spells of the same casting 
difficulty rating or less. No casting roll is required 
— the spell is automatically cast — but it can be 
dispelled by the player whose turn it is by using 
Power dice in the same way as Dispel dice. A 
player needs to beat the basic casting value of the 
spell to dispel it. 


The caster cannot shoot or attack this turn, is hit 
automatically in close combat and cannot cast 
any magic this turn or in his next turn, but is 
otherwise unaffected. 


The caster cannot cast any more spells in this 
Magic phase. 

Any remaining Power dice held by the player are 
removed and the Magic phase ends. 


The caster is racked by sorcerous power and 
suffers 1 wound with no saves allowed. 


The caster’s Magic Level is reduced by -1 and he 
cannot attempt to cast the spell that he has 
Miscast for the rest of the battle. If the caster’s 
Magic Level is reduced to 0 he can cast no further 
spells for the rest of the battle, but he still counts 
as a First Level Wizard for the purposes of 
calculating the number of Dispel dice only. 


The spell he attempted to cast is successful and 
counts as having been cast with Irresistible 
Force, but the caster cannot cast any more spells 
for the duration of the battle, and generates no 
Dispel or Power dice. 
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THE EIGHT LORES OF MAGIC? 


Spell name 
. Fire Ball 


. Flaming Sword 
of Rhuin 


. Fiery Blast 
. Burning Head 


. Conflagration 
of Doom 


. Wall of Fire 


Spell name 


1. Rule of 
Burning [ron 


. Commandment 
of Brass 


. Transmutation 
of Lead 


. Distillation of 


Molten Silver 
. Law of Gold 


. Bane of Forged 
Metal 


Spell name 


1. Steed of Shadows 
2. Creeping Death 


3. Pelt of Midnight 


4. Shades of Death 


5. Unseen Lurker 


6. Pit of Shades 


Spell name 


1. The Oxen Stands 


2. The Eagle's Cry 


3. The Bear's Anger 


4. The Crow’s Feast 
5. The Beast Cowers 


6. The Wolf Hunts 


THE LORE OF FIRE 


Note: All these spells are fire attacks. 


Cast on 
baw 
6+ 


8+ 
9+ 


11+ 


Range 


24" 


Notes 
D6 Strength 4 magic missile hits. 


Wizard gains +1 A, +3 S, all attacks hit on a 2+ 
and count as a magic weapon. Remains in play. 


2D6 Strength 4 magic missile hits. 


Draw a line from caster, all models in direct path 
suffer a Strength 4 hit. 


Can be cast anywhere on table. D6 Strength 4 hits. 
In addition both players roll D6. If caster rolls 
highest add his roll to the number of hits suffered. 
Repeat until opponent rolls equal or highest. 


Can be cast on any visible unit. Each model in the 
front rank suffers an automatic Strength 4 hit. 
Remains in play. Any model attempting to move 
through it suffers a further Strength 4 hit. Does not 
affect line of sight or movement. Remains in play 


THE LORE OF METAL 


Cast on 
on 


Range 
24" 


Notes 


Affects single model. If armour save is 6+ or if no 
armour save, suffer 1 $3 hit, 5+ armour save, 1 $4 
hit or 4+ armour save or better, 1 $5 hit. This is a 
Fire attack. 


Cast on war machine or chariot. Target cannot 
move or shoot until end of its own following 
turn. Unit can still flee. 


Cast on unit in close combat. Unit suffers a -1 to 
hit penalty and -1 to its armour save for the 
duration of that Close Combat phase. 


2D6 Strength 4 magic missile hits, Counts as 
Fire attack. 


Affects a single magic item chosen by opponent. 
Roll D6: 1-4 item cannot be used until the end of 
enemy’ next turn, 5-6 item is useless for the game. 


Target unit gets no weapon bonuses or 
penalties. Missile weapons are useless for 
entire game. Cannot effect war machines. 


THE LORE OF SHADOW 


Cast on 
4+ 
6+ 
7+ 


8+ 


10+ 


Cast on 
ae 
6+ 


Range 


12" 
24" 
24" 
6" 


24" 


THE LORE OF BEASTS 


Range 


24" 


Notes 
Cast on single model. May make 20" flying move. 
D6 Strength 3 magic missile hits. No armour save. 


Cast on friendly unit. Shooting directed at unit 
requires 6 to hit. Weapons that use Scatter dice 
automatically scatter. Remains in play. 


Cast on friendly unit which is not in close combat. 
Unit causes fear. Remains in play. 


Cast on friendly unit which is not in close combat. 
Unit can make an 8" move. Can be used to charge 
in which case enemy can only hold their ground. 


Can be cast anywhere. Place 3" template over a single 
target enemy unit. All models in the unit completely 
under the template are automatically hit, those 
touched by it are hit on a 4+. Models hit suffer 1 
Strength 3 hit. Rolls a D6: 1-3 the unit counts as 
moving but only moves at half speed next turn, on a 
score of 4-6 the unit is unaffected. 


Notes 
Fleeing friendly unit rallies immediately. 

Cast on enemy cavalry, swarm, chariot or 
monster. Affected unit takes Leadership test. If 
passed, unit suffers -1 Movement penalty, flyers 
reduced to 12". If failed, unit flees 2D6" directly 
towards its own table edge. 
Cast on Wizard. Gains +3 A, +2 S and +1 T. 
Remains for one turn. No other weapon may be 
used. Remains in play. 


2D6 Strength 3 magic missile hits. 


Cast on enemy cavalry, swarm, chariot or 
monster in close combat. Creatures (not riders) 
require 6 to hit 


Cast on friendly cavalry, swarm, chariot or 

monster. Target moves 2D6" towards nearest 
visible enemy unit. Can be used to charge in 
which case enemy can only hold their ground. 


Spell name 


1. Second Sign 
of Amul 


2. Portent of Far 
3. Forked Lightning 


4. Uranon’s 
Thunder Bolt 


5. Storm of Cronos 


6. The Comet 
of Casandora 


Spell name 
1. Pha’s Illumination 


. Shem’s 
Burning Gaze 
. Urru’s 


Cast on 


5+ 


6+ 


10+ 


THE LORE 


Range 


OF THE HEAVENS 
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Cast on friendly 
may be re-rolled 
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Strength 4 hits 
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THE LORE OF LIGHT 


Cast on 
5+ 


5+ 


6+ 


Dazzling Brightness 


4, Ulzah's 
Healing Hand 

. Karu's 
Guardian Light 

. Amshu’s 
Blinding Light 


Spell name 


1. Mistress of 
the Marsh 


2. Father of the Thorn 


THE LORE OF LIFE 


Cast on 
6+ 


7+ 


3. The Howling Wind 7+ 


4. Master of the Wood 7+ 


5. Master of Stone 


6. The Rain Lord 


Spell name 


1. Dark Hand 
of Death 


2. Death Dealer 


. Steal Soul 
. Wind of Death 


5. Drain Life 


Doom and 
Darkness! 


8+ 


THE LORE OF DEATH 


Caston Range 


ahr 


5+ 


Range 


Range 


24" 


24" 


Notes 

Cast on Wizard. Wizard get 3 Amtacks and 

Strength 5. Cannot use weapons. Remains in play 
(see page 149 of the Warhammer rulebook 

D6 Strength 4 magic missile hits. Counts as 

Fire attack 

Cast on enemy unit in Close Combat. WS of target 
unit characteristic reduced to 1 for that turn’s Close 
Combat phase. 


Heals all Wounds on one friendly model 


All units with distance are Immune to Psychology 
and any fleeing units rally. Remains in play 


Enemy unit reduces Movement characteristic by half 
and WS and BS are reduced to 1. Lasts one turn 


Notes 


7; 


Cast on enemy unit within 12" of a water feature or 
within 6" of the caster. Unit moves at half speed. Lasts 
for one turn. 


Unit that is visible and not in combat suffers 2D6 
Strength 3 hits. 


Cast on Wizard. No shooting with Strength 4 or less 
can be targeted at units within 12" of caster. All enemy 
unit within 12" move at half rate. Remains in play. 


Cast on enemy unit within 12" of a wooded feature. 
feature or within 6" of the caster. Unit suffers D6 
Strength 4 hits, plus a further D6 Strength 4 hits if it 
is partially or wholly within a wood. 

Cast on enemy unit within 12" of a rocky feature or 
within 6" of the caster. Unit suffers D6 Strength 5 
hits, plus a further D6 Strength 5 hits if it is partially 
or wholly within the feature. 


Missile troops must roll 4,5 or 6 to shoot. Black 
powder weapons need a 6. Lasts for entire game. 


a 


Notes 


D6 Strength 4 magic missile hits. 


WAY AV ALVLII eS 


Cast on friendly unit which is engaged in close 
combat. For duration of that turn casualties may 
make one further Attack with their basic Strength 
before being removed. 


Single model loses 1 Wound. No armour saves. In 
addition casting Wizard gains 1 Wound. 


2D6 Strength 4 magic missile hits. 


aw 


Each unit within range takes D6 Strength 3 hits 
No armour saves. Does not affect Undead or Chaos 
Daemons. 


Sa 


Target suffers -3 penalty to Leadership tests. Unit 
must pass Leadership test at the start of following hy 
tum, otherwise it remains affected. Does not affect | | 
Undead or Chaos Daemons. (see page 151 of the i j 
Warhammer rulebook for special rules) 
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WARMASTER 


ag EMPLOYMENT CONTACT US INVESTMENT COPYRIGHT 


Playing the games we produce is probably 
the most popular aspect of Games Workshop, 
and the way most people become involved. 
This part of the web site aims to bring players 
an ever-expanding selection of resources — 
scenarios, rules, battle reports and 
background material. 


You will find full support for all our games, 
including Warhammer, Lord of the Rings and 
Warhammer 40,000. Every aspect of gaming 
is covered. For example, in the Warhammer 
section, there are details on all the races you 
can collect, including the rich background of 
the Warhammer world, full Ravening Hordes 
army lists and rules for new special 
characters, as well as hints and tips on 
collecting, and painting your armies. 


DARK ELVES 


Dark Elf Warriors Regiment 


Now Available! 


£10 plus postage & packaging 


Outen 


Click below to explore the Dark Elves race 


The Games Workshop 
web site is devoted to all 
aspects of collecting, 
painting and tabletop 
gaming in the worlds of 
Warhammer, Warhammer 
40,000 and Lord of the 
Rings. Check it out at 
www.games-workshop.com 
for a whole new 
perspective on 
Games Workshop. 


NEWS 
The News section outlines the 
happenings revolving around 
the Games Workshop hobby; 
tournaments, new products, 
sales, jobs, events, trial rules 
and new web site features are 
but a few of the informative 
items which you will find in this 
area. 


— Campaign Preview 


Accessing the News section allows you to view sneak previews of products 
yet to be released in the stores and to immediately check what cool new stuff 
has been released this week, such as brand new miniatures, books (including 
Black Library novels, magazines and comics) and other gaming material. You 
can access up to date information on Forgeworld products — tanks, terrain 
and figurines — find out what Games Workshop events are happening and 
even discover a rumour or two about future plans; invaluable for anyone who 
wants to be at the forefront of what is happening with Games Workshop. 


THE ONLINE STORE 

If you just have to have that new miniature for 
your army as soon as it is released, the online 
Store is ready to serve you 24 hours a day, 
365 days a year, offering you fast delivery and 
total security on all your transactions. 


As well as stocking the complete line of Games 
Workshop products and Citadel Miniatures, the 
online Store also boasts a comprehensive 
archive, lots of out of production miniatures 
and a complete visual catalogue for the entire 
Citadel Miniatures line, as well as advance 
orders for products yet to be released! 


COMMUNITY 

Here you can find out about 
upcoming events and new 
releases, and discuss 
anything related to Games 
Workshop. Also, you have 
the opportunity to chat direct 
online with one of the Games 
Workshop personalities! 


The Message Area brings 
together the online 
community of Games 
Workshop enthusiasts world 
wide — share tactics and 
painting tips, find new 
opponents, and air your 
opinions in online debates 
about what’s going on. 


ORCS & GOBLINS 


www.games-workshop.com 


White Dwarf is Games Workshop’s monthly magazine. 
Each issue showcases all the latest games and 
miniatures and is packed with exciting articles including 
tactical advice on how to get the most from your army on 
the field of battle, tips for painting your miniatures and 
tense battle reports highlighting the trials and 
tribulations of commanding an army. 


EMPIRE TURN 4 


inn 


| Available now from GW stores, GW Mail Order, independent 
stockists and at www.games-workshop.com 


The ae Annual 2002 is a con 
the best Warhammer articles from the pages vrs 
White Dwarf magazine and the Games Worksk 
; web site, plus much revised a Nees 
unpublished material. — hee ae 


Inside you will find: : 


RULES UPDATE 

A definitive set of errata compiling all of the official 
corrections and amendments to the Warhammer rules, 
accompanied by all the latest Giisticns and Answers. — 


ARCANE LORE 
a Detailed commentary from the Games Developers on 

‘many aspects of the Warhammer rules, covering 
characters, skirmishers, fleeing, combat resolution and 
war engines. 


WARHAMMER CHRONICLES 

Extra rules and scenarios for your Warhammer games, 
including expanded siege rules, a look at skirmish 
games, and rules for new units such as the Empire 
Steam Tank and the Cursed Company. 


NEW ARMY LISTS 
Fully updated and official army lists that allow you te : 
field armies of Lizardmen, Bretonnians, Dogs of War 
and Chaos Daemons. 


PAINTING AND MODELLING 

Tips and advice on how to assemble and paint a 
Warhammer army, plus some simple step-by-step 
guides to making basic terrain for your battlefield. 


Plus new special characters for Empire, Dwarfs, 
Vampire Counts and Orcs & Goblins armies, ‘Eavy 
Metal Showcase pages and the best painted armies of 
Tournament players from across the world. 


A SUPPLEMENT FOR 
WARHAMMER 


THE GAME OF FANTASY BATTLES 


You will need a copy of Warhammer to use the 


bes Se 


contents of this book. 


